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The AVALON HILL (]aH3KFIsI!l*i[L 
iii a losing venture published bi-monthly 
pretty close to the first day of January, 
March, May, July, September, and Novem- 
ber. 

The General is edited end published by 
The Avalon Hill Company almost solely for 
the cultural edification of the serious game 
aficionado. It also helps sell our merchan- 
dise, too. 

Articles from subscribers are considered 
for publication at the whim and fancy of 
members of our erudite editorial staff and 
company baseball team. To merit considera- 
tion, articles must be typewritten double- 
spaced and not exceed 1,000 words. Ac- 
companying examples and diagrams must lie 
drawn in black or red ink. Payment for 
accepted articles is made according to the 
dictates of the voting subscribers. 

A full-year subscription costs $4.98 (over- 
seas subscribers add $6.00 to cover airmail.) 
Back issues cost $1.00 each: out-of-stock 
issues are Vol. 1, No's. 1, 2, 3, 4, 6; Vol. 3, 
No. 1, Vol. t, No. 4. 

Printing oh . . . say 17,000 give or take 
a few thousend. 

To facilitate correspondence, we suggest 
that all envelopes to Avalon Hilt be marked 
in the lower left-hand corner as follows: 

Purchases of The General: Subscription 
Dept. 

Purchases of games, play-by-mail kits, and 
game parts: Order Dept. 

Questions concerning play: Research & 
Design Dept. 

Articles for publication: Editor-in-Chief. 

Requests for Brochures: Advertising Dept. 

Requests for Parts L ists: Parts Dept. 

Letters to the Editor: Editor-in-Chief. 

Miscellany: Marketing Dept. 

C°pvMghi 1071 The Avalon HIM Company 

Baltimore, Wj.v^ni.i Pr.TUbd in USA 
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COVER STORY 

'"Gotcha." Cadet Peter A. McDonald could be 
saying as he captures an entire Napoleonic divi- 
sion during the Wargaming Conference held May 
I & 2 at West Point. 

Organized by Cadet McDonald, the conference 
was a( tended by the best from St- Johns Uni- 
versity, Columbia, CCNY. New York University, 
tile Naval Academy in Annapolis, Maryland, and 
of course West Point. 

Featured at the two-day conference, sponsored 
by the Military Affairs Club which paid most of 
the visitors' expenses, were Naval Games, Mini- 
atures, Napuleonics, and Board Games 

In another corner of the globe, a great pro- 
ponent of "wargaining as a national sport," 
Russell Powell, was successfully wrapping up 
Spartan International's Fall River Convention (see 
Infiltrator's Report). 

The Wesl Point and Fall River conclaves have 
gotten the convention season off to a rousing 
start - it's going to be an interesting summer for 
the warganier. . . 
Cover photo courtesy William R. Crites 



DESIGN & DOCUMENTATION 



The most oft-asked question has been, "how 
do you design a game?" 

The General is not going to give away any 
trade secrets - but is at liberty to repeat in this 
column the trials and tribulations of obtaining 
historical d3ta. And this area of game production 
is the hardest part — the actual designing of the 
game is somewhat secondary and often comes 
quite easily to the imaginative and creative mind. 

But getting accurate data is bullwork; work 
that often is short-cut for the sake of turning out 
a product, Avalon Hill avoids this short cut 
pitfall, preferring instead to "publish when ready" 
instead of rushing a new game into print Simply 
to maintain a seasonal schedule. 

A typical case in point deals with our latest 
effort - Luftwaffe. This game is approximately 
2V4 years late. Originally scheduled to follow 
1914, dissatisfaction in many areas of both design 
and research heaped delay upon delay. At one 
point three different — and competing — Luft- 
waffe games were making the rounds among 
testers. 

Our game is a successor to "12-0' clock High" 
which was released by The Simulations Corpora 
tion (S&T Magazine) in the Fail af 1970. De- 
signed by S/Sgt. Lou Zocchi several years prior, 
his attempts to sell it to Avalon Hill met with 
considerable opposition mainly on the strength of 
its original design weakness. Mechanically it 
moved with lead-loot speed. We had iou many of 
these already in the line. Meanwhile, the Simula- 
tions Corporation had, themselves, designed a 
game on the Luftwaffe. This they developed as a 
Test Series Game. Then re-developed - and sold 
- as "Flying Fortress." Then re-revised as "Fly 
ing Forlress II," a kit for expanding upon FFI. 
This game was a strategic game; Zocchi's was on 
a tactical scale, 

But Simulations' attempts to sell theirs to 
Avalon Hill also met with opposition. Neither 
game was historically accurate as we shall point 
up later. But both games were now developed to 
the playabitity stage and outstanding games with 
in their particular concepts. 

How did we choose one over the other? 

Simple. We held a "contest." Both games were 
play-tested by the same people. Zocchi's version 
scored higher. Still, Zocchi's was far from opti- 
mum. It is to the credit of Simulations Corpora 
tion that they helped us reach optimum with 
Zocchi's version. They agreed to publish it, as 
"12 O'clock High," for the express purpose of 
using their customers as a sounding board for 
further debugging the game. 

Historical Accuracy 

Avalon Hill's major preoccupation has been 
with historical accuracy. Not content to believe 
what is written in text matter, it has been 
customary for AH to go lo "live" sources such as 
heroes and/or witnesses to the events for cor- 
roboration of data. 

Early versions of Simulations' Luftwaffe Game 
included B-29s which never even flew in Europe. 
Vou also played with P-80s and P-51Hs which 
never tlew in World War II. Yet there they were 



in the game, big as life. Apparently these planes 
belonged in the "What If" versions of the game. 
Suppose 25,000 games would have been printed 
commercially before discovery of the omission. 
Egad, 

This resulted in Avalon Hill's insistence that 
Zocchi place his research under closer scrutiny, 
double checking all material against all reliable 
sources — and then some. The "then some" 
appeared in the person of Paul J. Vercammen, 
editor and publisher of AIR COMBAT Magazine. 

A three-way rapport was established between 
Avalon Hill, Zocchi and Vercammen. Vercammen 
took more than just a cursory interest in the 
project. He presented historical data thai, in a 
few cases, corrected Zocchi's research data which 
in itself had been exhaustive and derived from 
rather un-impeachable sources. Vercammen also 
furnished Avalon Hill with all aerial photos used 
in the Manual. He also questioned and rewrote 
portions of the manuscript that now appears as 
background material in the Manual. At various 
points in the preparation of the manuscript, 
Vercammen and Zocchi had differences of 
opinion. So it went - back and forth between 
Vercammen, Zocchi and Avalon Hill until we had 
what we considered the "finished" manuscript. 

Some of Vercammen's correspondence to Zoc- 
chi and Avalon Hill was more verbose than the 
actual manuscript, as if he had a personal interest 
at stake. Some of the exchanges went like this — 
(Zocchi's text in italic; Vercammen's in bold 
face] : 

Vercammen to AH: 

Mr. Zocchi wrote me a long letter defending 
some of his viewpoints. In general I think Mr. 
Zocchi has done a fine job. His viewpoints differ 
from mine — well that seems to be the general 
problem with "historians." However I do feel it is 
somewhat stereotyped - the viewpoint found in 
most postwar publications. The corrections I 
made are views based on reports only come to 
light in the past few years. I think by correcting 
here and there, a better perspective will be 
presented, 

Zocchi to Vercammen: 

/ am particularly grateful fur your comments 
on my historical summary. Your comments hare 
enabled me to re-write the summary with a much 
better perspective. When I look at the consider- 
able number of corrections you've made. I feel 
called upon to discuss further with you my 
reasoning fur a few points which you've indicated 
are wrong. For instance, if the Hriiish and French 
had attacked promptly Hitler's western wall 
would have crumbled and the blood bath might 
have been averted - your comment, "! doubt 
this. " leaves me wondering. 

Vercammen to Zocchi; 

I agree with the political aspect which you 
described so well. Militarily and technologically, 
it would have been impossible for both France 
and England to do much about Germany's inter- 
ference in Poland. Germany's motorized divisions 
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were far superior to France's and England's. 
Germany's supply lines were far superior. Britain 
at that time had little to offer in motorized 
equipment. Type for type, Germany's tanks and 
artillery were far superior to what France and 
England {and Poland) had to offer, And we 
haven't even mentioned the Luftwaffe which — as 
you know - at that time was far superior to 
what England or France or the Low Countries 
had to offer. Because of these points I doubt if 
the western wall would have crumbled — or a 
major war averted. For this reason I feel the 
sentence should be altered. 



For Vercammen to have gone to such great 
length to check out but one sentence of historical 
opinion, readily gives the reader an idea of to 
what lengths he went in helping Zocchi and 
Avalon Hill present a properly researched game. 
We have only quoted the highlights of his western 
wall opinion - his actual text on this subject ran 
340 words. 

Zocchi to Vercammen: 

IWij' have you deleted my reference to the 
German Pilot training program? Hitler made no 
effort (a increase pilut training until 1944. 

Vercammen to Zocchi: 

Hitler foresaw a short war. Numerically during 
the Battle of Britain period it was hardly neces- 
sary to increase fighter pilot training. The impres- 
sion I got from reading your text was that the 
"battle" was lost as a result of pilot shortage. 
Actually, the bomber threat of U.S. aircraft over 
Germany became realistic near the end of 1943. 
Ninhtfighter training was increased effective 1940. 

Zocchi to Vercammen: 

Thanks for telling me that the losses I had for 
the Luftwaffe also included its land army unity. J 
did not know this was the disc and am most 
grateful for your calling it to my attention. 

I wish 1 had known of your academic achieve- 
ments before. I had a hell of a time deciding 
which aircraft was better than which. I'm be- 
ginning to feel as though the only time I open 
my mouth is when I want to change feet. I'd like 
to have your opinions on the ratings given to 
each /tlune. 

Vercammen to Zocchi: 

The "number rating" for each aircraft is very 
interesting. I think the numbers given to the 
planes you listed are realistic enough and do not 
warrant any changes, t do have some comments 
on a few aircraft — I am not sure what part they 
play in your gams. 

JU88 - "O" — Is this as a daylight fighter? If 
so, your "O" seems correct if fighter opposition 
is encountered. As a nightfighter however, I 
would guess a "3" would be in place; as an 
attack bomber at least a "2." 

HE162 - "5" - This one is strictly theo 
retical. Some sources claim that the 162 never 
made an operational flight — 1 talked to an 
ex- 162 pilot who did claim a few operational 
missions. I have my doubts about entering this 
plane in the game. 

The ME262 did have its own starter unit and 
was therefore independent from ground carts. 



The starter consisted of a Reidel two-stroke 
engine which had its own fuel supply - B4 fuel 
in a small tank of approximately four gallons. 
There would not have bean any problem starting 
up the engines. The aircraft fuel used by the 
ME262 was basically J2 diesel oil. I believe, but I 
may ba wrong, that there was not a serious 
problem obtaining this fuel. A large percentage Of 
German army equipment used this fuel. In addi- 
tion, it is a crude form of fuel which did not 
have the refinement of the higher octane con- 
ventional aircraft fuels. J2 storage facilities were 
well dispersed. So I don't fee! there was the 
problem of "having the stuff available." I ques- 
tion whether it was feasible for the German 
transport network to distribute this fuel to the 
bases from which the 262 operated. The bases 
were, as you understand, a network of small 
wooded areas near large highways from which the 
planes took off. 

FW190 vs P-51: I would say the aircraft were 
equal. This of course is a generalization. Some 
subtypes were better than others and combat 
conditions varied from low to high altitudes, etc. 
In general — yes - they were just about equal. 

While I think of it, to start the small FEeidel 
engine a 20 volt battery was required. These 
batteries were standard military hardware — 
found in heavy trucks, tanks, etc. Therefore no 
problem would be encountered if the 262 had to 
land at other hases or highway stretches. 

Mr. Zocchi, I am not trying to be over-critical 
— merely trying to express some feelings and 
bring out some points. The main objection I had 
was the "toning down" of German equipment. I 
am not a German, far from that — lived under 
occupation during the war years as a young boy 
in Holland about two miles from a large Luft- 
waffe base. The villa of my parents was taken 
over and used as Staff HG. Consequently, I was 
able to make several trips to the base. In 
defending some of the equipment used I am not 
putting in personal feelings. Sure, I have seen 
110s downing P-51s, 110s downing Mosquito*:. 
This is beside the point. I am looking mainly at 
the facts and figures from Luftwaffe reports, U.S. 
reports, factory reports, test reports, etc. The 1 10 
was a great aircraft. And. in a way. so was the 
Stuka. I have done a lot of research on enemy 
equipment. I understand design philosophy, being 
an Aeronautical Engineer by profession — plus 
flight test experience. 

Your article gives me the impression that the 
Luftwaffe was an easy victim. It wasn't. It was an 
outstanding organization using top personnel and 
equipment. This makes the victory so much 
sweeter, doesn't it? 

Your research was well done — the statistics 
are impressive. But I do feel more objectivity is 
required in the Manual, and the Avalon Hill 
people do need this in their games which, after 
all, are conducted by a professional "customer," 

It is impossible to reproduce here every word 
that passed between Vercammen and Zocchi — an 
entire issue of The General would be required. 
We have summed up the highlights to give you an 
inkling of what transpired during the various 
development stages of a new game. In one of his 
literary exchanges with Zocchi, Vercammen de 
tails his eyewitness accounts of an RAF raid on 
the airfield of Gilze-Rijen. 
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The day was September 3, 1944 - about 5 
P.M. on a Sunday. 200 plus Lancasters blew up 
the entire base. The formation included several 
Halifaxes. One of them was shot down and a 
D0217 became the victim of a Spit. With this I 
will close my letter, it turned out to be much 
longer than I anticipated. I can only congratulate 
you on the research done. On your article, as I 
said before: The Luftwaffe — too much blame on 
Hitler and Goring, not considering other factors 
such as numerical advantage of the Allies. You 
undersell the RAF's effort in the war in the air. 
You have the USAAF just about right. On the 
Russian Air Force, no comment. I do not have 
sufficient material which could make me agree or 
disagree. On your statistics — great job. 

The "great job" is Vercammen's - for taking 
the time, trouble, and effort to play the part he 
did in the capacity of Technical Advisor. We 
must assume that as editor and publisher of AIR 
COMSAT, the same attention to accuracy goes 
into the pages of this fine magazine. 

Actually titled AIR COMBAT 1939 1946, it is 
distributed by Eagle Aviation, P, 0. Box 82, 
Rockawey, New Jersey 07866 for $6,00 per year, 
$1.00 per issue. Photos that appear in this 
bi-monthly magazine are not of models, but 
almost impossible to come by — black and white 
and color shots of actual planes, many with the 
war-aces who flew them. All photos appearing in 
the game Manual were supplied by AIR COM- 
BAT. 

Authentication of the research material thus 
cleared the way for the final phase in the design 
of the game. With proper data on hand, the 
"number ratings" were properly adjusted al- 
though, as Vercammen stated, Zocchi had pretty 
much nailed Ihis aspect down in its proper 
perspective. 

Nevertheless, it was Avalon Hill's job to coordi- 
nate with Zocchi the relationship of the number 
ratings to the actual game mechanics. At this 
juncture, the game was already being distributed 
through S&T Magazine as "12 O'CLOCK HIGH." 

But at Avalon Hill's insistance, Zocchi effected 
many rule changes and clarifications. R&D 
people at AH always take a controlling hand in 
some phase of design, regardless of who the 
original work is consigned to. Even with Panzer 
blitz AH found it expedient to effect last-minute 
changes for the sake of production and in- 
structional clarity. 

So it was with Luftwaffe. During Ihe Trade 
Show phase Luftwaffe was still being tested, even 
after the Box, Board, and Plane Counters had 
been printed. 

And by the time this final testing procedure 
was finished, Luftwaffe resembled very little its 
predecessor, "12 O'CLOCK HIGH." 

Designing a new game is not all "peaches and 
cream," nor is the procedure so cut and dried as 
many amateur designers contend. 

And without touching the design procedures 
and problems in the above text, we hope that the 
above has been sufficiently exacting to make one 
stop and think twice belore embarking on the 
long and winding road of game designing, 

At the very least, we hope this column has 
answered some of your inquiries by shedding 
light on a very important phase — design and 
documentation — in the many-phased procedure 
of publishing a wargame from scratch. 
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Panzerblitz MSM 



by Dennis G. Mehaffey 



Il's Ihe end of your ha I J of turn 9. You are 
playing Situation No. 10 and you are the German 
commander. For 8 turns now you have success- 
fully held a defensive line, preventing the Russian 
units from moving onto board No. 3. You have 
just finished maneuvering your Panzers, making 
sure that they were all safely tucked away in 
forests and towns. You have also made certain 
that your anti-tank guns and mortars were sta- 
tioned on hilltops, ready to demolish any enemy 
units that dared to approach your position. 
Leaning back in your chair and snickering sar- 
castically, you inform the Russian player that, 
although there is no hope for him, he may now 
move. 

Suddenly he jumps to his feet, giving forth a 
sinister laugh and wringing his hands. At first you 
think that the strain of defeat was too much for 
him, and that the poor fellow has finally lost his 
mind. But then you see it. Your heart is 
throbbing wildly and your eyes are beginning lo 
swell. Soon, tears are streaming down your 
cheeks, as you are forced to just sit and watch as 
three-fourths of the Russian arrny pours through 
the one hex you left unguarded and strolls 
triumphanlly onto board No. 3 for a decisive 
victory. 

Panzerblitz players around the country should 
recognize this scene. Not only is it painful, but 
also very frequent. It is the result of a method of 
movement which is universal to practically all 
wargames to this date: a method that forces one 
player to sit still and watch as his opponent's 
units move right by. The method's limitations 
have been felt in every wargame, but never so 
strongly as in Panzerblitz. 

Panzerblitz MSM (Modular Simultaneous Move- 
ment) is a playable system of simultaneous 
movement which I developed in response to 
many demands made by fellow wargamcrs that 
movement and fire in Panzerblitz was just too 
unrealistic. MSM has been play-tested over and 
over and is presented here in its full form so that 
others might enjoy a more realistic method of 
play. 

MSM is based on the theory that "a unit's AF 
is simply the total amount of force that unit can 
exert in the time of one turn." A similar theory 
may be stated regarding movement 

In MSM, each turn is divided into six parts, 
called modules (mods). Each mod lasts one 
minute. Before each mod begins, players secretly 
write down orders for each unit, to be carried 
Out On that mod. 

These orders are written on an Orders Sheet, 
which looks like this: 



An Orders Sheet may be as long as you wish, 

hut it must always have six vertical columns. The 
numbers across the top of the Orders Sheet refer 
to the mods. It is advisable to make ditto or 
mimeograph copies of the sheets, because one 
game could take 6 to 48. At the beginning of the 
game, each player is given an Orders Sheet and 
lists the PICS number of each unit along the left 
side of the sheet. 

There are seven possible orders a playei may 
give a unit, although a unit may never be given 
more than one of these orders on any one mod. 
These orders are: Move, Attack, Engage, Lock- 
on-Target, Load, Unload, and Stand-and-Defend. 

MOVE 

Each unit's movement factor has been spread 
out, as evenly as possible, among the six mods in 
a turn, as shown in the following table: 

MAT (Movement-Attack- Table) 
12 3 4 5 6 
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The numbers on the left of the MAT refer to 
the MFs of the various units. The numbers in the 
boxes refer to the number of clear terrain hexes a 
unit with that MF can move on any particular 
mod. As yon can see, a unit only receives a small 
part of its MF on each mod. A unit with a MF of 
six can move one clear terrain hex per mod. 

To order a unit to move on Mod No. 1, refer 
to the number on the left side of the MAT which 
corresponds with the MF of the unit lo be 
moved. The number in the box to its right will 
give you [he number of clear terrain hexes it can 
move on Mod No. I. Now refer lo your Orders 
Sheet. In the box to the right of thai units PICS 
number, write the coordinate of the hex on 
which that unit will be located at the end of that 
mod. If a unit is to pass through several hexes on 
a mod, list the coordinates of all hexes passed 
through. 

II costs l h MF lo move along a road. There- 
fore, if a unit has a MF of two on Mod 3, it may 
move 4 road hexes on that mod. However, it is 
not necessary to write down all hexes passed 
I h rough. Simply write down the coordinate of 
the terminal hex and put a small case "r" next to 
it. This signifies that it moved along the road 

Units may not use the road bonus while 
stacked together (unless they are carrier units 
slacked with non-vehicular units). Units entering 
the board along a road may not end the mod 
stacked together, but must stop, one behind Ihe 
other. This is a realistic representation of having 
to "string" one's units out along a road in real 
life situations. Units may, however, travel along 
road hexes while stacked together, but only one 
may use the road bonus. The others are con- 
sidered to be moving along the side of the road 
and are subject to the terrain surrounding a road. 

When two Friendly units pass each other going 
opposite directions on the same road, or meet at 
the same time at a road junction, both units must 
stop as soon as they reach a common hex. On 
the next mod, one unit may continue along the 
road while the other must wait until the next 
mil it to move, 

If a player chooses nut lo move a unit on a 
mod, the MFs for that mad are lost and may not 
be used at a later time. 

SLOPES 

A unit must wait unlil a mod in which it has 
enough accumulated MFs before it can move 
onto a slope hex. In MSM it costs 3 MFs to move 
up a slope and 2 MFs to move down a slope. It 
costs 2 MFs to move iilong a slope, as long as the 
unit does not cross a brown hex side. It costs 3 
MFs to cross a brown hex side. 

STREAMBEDS 
Units must wait until a mod in which they 
have enough accumulated MFs before they can 
move out of a streambed. When a unil moves 
onto a streambed hex, the player must specify 
whether it is moving into the streambed or not, 
If it does not move in, it may move off the hex 
as long as it does not cross the streambed. If it 
moved into the streambed, it must spend Mfs 
getting out. Note that although trucks have a 
modular MF of 2, they may only move I clear 
terrain hex per mod, because it costs them 2 Mfs 
to move through clear terrain, 

ATTACK 

Attack factors are spread out fairly evenly 
among the mods in the same manner as move- 
ment factors. The numbers on the left hand side 
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of the MAT also represent AFs and the numbers 
in the boxes represent that unit's alloled number 
uf AFs on each mod. A unit with ail AF of 8 has 
an AF of 2 on Mod No. 2. 

To order a unit to attack, write "A/" and then 
write the PICS number of the unit being attack- 
ed. When attacking units that are more than one 
hex rvwny, use LOT When attacking adjacent 
units, use Engage. 

LOT (Lock-on-Tnrgel) 

Before a unit may fire at an enemy unit that is 
more than one hex away (not adjacent), it must 
spend one mod locking on to the enemy unit, To 
lock-on to a unit, simply write "LOT/" and then 
write the PICS number of the unit being locked 
onto. Beginning with the next mod, the attacking 
unit may attack that unit and mny conlinue 
firing for up lo six mods. It may still fire even 
while the target unit is moving. As stated earlier. 
a unit must stand still while it is firing. Lock-on 
firing is cut off as soon as the target unit moves 
out of the LOS or range of the firing unit, or if 
the firing unit decided to stop attacking. 

Once a unit has fired for 6 consecutive mods, 
it must spend the seventh reloading and locking 
onto targets, if it wishes to begin firing again. A 
unit may move and LOT at the same time. A 
unit may never lock-on to a unit it cannot see. 

Resolving LOT Battles 

1) Find the attacking units attack factor On 
the first mod that it fired (after locking on). 

2) Divide the firing unit's AF by the total 
number of hexes over which the target unit 
moved on Ihal mud (not including the hex from 
which il started). 

3) Figure the odds for each hex moved over, 
building up factors each time. 

Units in woods or towns being spotted may 
not be fired at if the spotting unit moves away or 
is destroyed. Dispersed units may spot. 

ENGAGE 

When two or more enemy units move into 
adjacent hexes, a battle takes place. At the end 
of the mod in which the two units moved 
adjacent to each other, each player states whether 
he wishes to engage the other. The unit(s) heing 
engaged may not move for one mod after being 
engaged. On the mod after that, if the engaged 
unit has not been dispersed or destroyed, it may 
move away, unless the other player brings 
another unit up to engage it. If a unit is dispersed 
on the mod after being engaged, it must wait one 
extra mod after it becomes undispersed before 
moving away. 

On the mod In which the engaged unit is 
forced to stay put, the engaging unil may 

1 ) make a regular nttack 

2) make a CAT attack 

3) make an Overrun attack 

4) lock onto that unit so that if it moves away 
it can be fired upon. 

A unit being engaged may do one of several 
things. 

1) stand and defend 

2) counterattack the engaging unit 

3) lock-on to targets 

4) fire onto units it has already locked onto 

5) spot the engaging unit. 

A unit must always attack the unit il is 
engaging. It may not attack other units, fingyged 
units may not overrun the engaging units. A unit 
may never close assault or move through a hex 
being shelled, nor may it close assault a unit on a 
mine field. 



OVERRUN 

A unit may only overrun an enemy unit it has 
just engaged and then only when it has sufficient 
MFs to do so. If, when a unit is overrunning an 
enemy unit, another enemy unit moves into what 
would be the exit hex of the overrun attack, the 
overrun may not be made. Units may not overrun 
hexes that are being shelled. 

LOAD 

It takes 6 consecutive mods to load a non- 
vehicular unit onto a carrier unit. After 6 mods 
Of loading, it may move away. To order a unit to 
load, jusl write Load in each mod it loads. Units 
may not move or attack while loading, hut may 
defend. 

if loading units are attacked during the first 
three mods of loading, the attacker must specify 
which unit is being attacked (the carrier unit or 
the non-vehicular unit). If the loading units are 
atlacked during Ihe last Ihree mods of loading, 
the two units are treated as one for defensive 
purposes, Units may spot while loading. 

UNLOADING 

1 1 takes one mod to unload. Units may not 
move, attack, or engage while unloading, but they 
may spot. When unloading units are being attack- 
ed, the carrier unit is the one considered to be 
under attack. 



DISPERSALS 

If units are dispersed by attacks from enemy 
units or mines, and the attacker rolls a lL D" the 
defending units are dispersed for 2 mods. If ihe 
attacker rolls a "DD" the unit is dispersed for 3 
mods. 

STAND AND DEFEND 

To order a unit to stand and defend, simply 
put a dash (-) in the box on the Order Sheet. 
This means that the unil is not moving or 
attacking. It just sits in its position and defends 
against enemy fire. 



OPTIONAL RULES 

All optional rules should be used, except for 
Ihe ammunition rule. No experimental rules 
should be used. 

Although it takes a little more time to write 
down orders for all your units, 1 think you will 
find that, using this system, Pajizerbhl/. will lake 
on a new feel. All questions, comments, and 
criticisms will be gladly answered. 

Dennis G. Meharfey 

9102 E. Leroy Sl 

San Gabriel, California 91775 



More Panzerblitz Variants 



by Tom Oleson 



In the May-June issue of The General, I sug- 
gested a system for giving each unit a relative 
weight, making possible a contest between equal 
forces. Many other situations are possible, and here 
are a few: 

!3'/i. Time did not permit a few corrections to 
situation 13 - 

a. Obviously, in order to make the con- 
lesled cenler board something new by matching up 
halves of any two of boards I, 2, and 3, while still 
retaining a symmetrical lay-out, it will be necessary 
to use more than 3 boards, Although I personally 
prefer novel board arrangements, 1 do not find it a 
majority view, nor is it at all necessary for this 
situation. 

b The reason for assigning cavalry a cost of 
20 points (incorrectly totalled at 21 in the article) 
is this: alone among all the units of low or no 
mobility, it cannot be transported, Therefore, if 
calculated on the same basis as infantry, its value is 
artificially high, and as one becomes familiar with 
the game, cavalry is not used. So, count MF as only 
I, lorn lolal of 20. 

c. When using the optional indirect fire rule 
(optional, not experimental), count C.P.s not 1, 
btitS. 

d. Considering their CAT value, engineers 
obviously have more combat slrength lhan any 
other infantry unit. To fairly reflect this, double 
the Attack Factor, Thus, German engineers would 
cost 18 points, Russian, 16. 

14. "He who defends everything, defends noth- 
ing." A maxim sehJoin heeded eilher by Hitler or 
Stalin, when things were going had. In the early 
stages of the war, hundreds of thousands of 
Russian troops were surrounded, sometimes when 



timely retreat would've saved them. Later, partly 
because of Hitler's fanatical aversion to retreat, 
partly because the vast distances made a well- 
defined front difficult, the Germans used hedge- 
hogs - slrongpoints ready to resist attack from any 
side. This is Ihe background of this situation 

Use the same point system as corrected above 
(true of all the situations described here). The 
defender is also allowed to use, anywhere on any 
or all of the 3 boards, the S bunkers, 12 road- 
blocks, and 1 1 mine fields supplied with the game. 
To man these defenses, the defender has 500 
points from which lo choose his force, the attacker 
1000 

The defender xets up first, anywhere on any or 
all 3 boards. The attacker moves first, entering at 
any point on the edge of any board but the center 
board. Nor must he enter all his forces in one 
place; Ihey may be spread out in any lashion he 
chooses, so long as all are brought on during his 
first turn. 

Note that the defender moves last. This is to 
prevent the attacker from "hiding" throughout the 
game, then rushing onlo Ihe cenler board at the 
last moment. It would work it the attacker moved 
last. 

And for this same reason it has been suggested 
to me that in situation 13 the attacker (that force 
with less units) should not be obliged to move first. 
but should have the option of moving first, or last, 
ll's an interesting idea. 

To return to situation 14, although the defender 
may set-up anywhere he wishes, the contest, as in 
13, is for mastery of the center board. The winner 

(continued page 12) 
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The third in our series of "greats from out of 
the i>wtt" is the "Waterloo Analysis" duo reprint- 
ed from Spartun Internutionut October 1970. 
John S. Hathmwy wrote the "French Strategy." 
Harley Anton authored the "PAA Strategy. " 

FRENCH STRATEGY 

by John S. Hathaway 

French success at Waterloo is actually nothing 
more (hurt an exercise in logic. Whul we hsive (o 
Jo is set the situation before us. and then 
carefully examine it to deduce just exactly how 
and why we can be successfully opposed so often 
by an army approximately '/i the size of our own. 
Once having determined how it happens, wc then 
decide how to prevent it. A critical examination 
will reveal that, wilh two players of ahout equal 
ability, il is not Hie PA A player who wins the 
game, hut rather the French player who throws it 
away! In other words, the pressure is on the 
attacker to perform (lawlessly; If he docs, he 
cannot lose. If he doesn't, he beats himself. 

All Avulon Hill games can he profoundly 
influenced by the correct application of certain 
basic principles of war. In no game, however, can 
certain of these principles be so graphically 
illustrated as in WATERLOO. The key principles 
to keep in mind here are (1) MASS, (2) MAN- 
EUVER, and Ul ECONOMY OF FORCE. These 

might be succinctly defined as follows: 

(1) MASS: The application of an over- 
whelming force against a much smaller enemy, 

(2) MANEUVER: Deploy your units so as to 
maneuver the enemy out of their strong defensive 
positions without having to fight for them. 

(5t) ECONOMY OF FORCE: NEVER waste a 
unit! Each unit can always be positioned so that 
its next move can contribute Id either ( 1 ) or (2) 
above. 

You will be surprised to find that these 
principles can be utilized turn after turn, with 
great gain, in WATERLOO. 

Let us examine the opening situation: Frenchie 
is confronted by an inferior (in size) army. He 
can therefore either use his superior force to win 
by Mass (attrition), or he can pin down the 
enemy forces with an equal number of his own 
men and use the excess units to outmaneuver the 
enemy. A combination of both of these is best. 
Well, then, whul shuiilil the French player think 



WATERLOO 
ANALYSIS 



as he looks at the blank board before him 7 First, 
he sets no reinforcements - on the other hand, 
his opponent gets stronger with the passage of 
time. It is therefore to Frenchie *s advantage to 
close for combat as rapidly as possible, on as 
many fronts as possible in order to spread the 
enemy thin. At the same time, he must con- 
stantly poise his unils so they can either con- 
centrate lor attack, or quickly break to the PAA 
flanks. It does not make sense to attack doubled 
positions if you can outflank the enemy and later 
force him to stand in the open. 

The PAA player has much going for tiiiii. He 
has interior lines, and his units are better suited 
to both attack and delay. My experience lias been 
that the really excellent PAA player must be 
beaten by a double-envelopment maneuver com- 
bined with a battle of attrition in the QB gap. 
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This means wc must organize our army into a 
Nivelles wing, a main body across (he approaches 
to QB, and a Hanking force down the Wuvre 
corridor. The balance between these forces is 
delicate, and may vary slightly depending upon 
PAA's distribution. But it is imperative that we 
maintain pressure in all three areas. 

I usually organize a Nivelles wing of 60-65 
factors: four ft-4's (II Corps), three 5-4's, and the 
rest cavalry (1 and II Corps and units from RR-15 

and SS-15), While the infantry presses on Nivel- 
les. 12-14 factors of this cavalry have an even 
more important mission. Poised at X-42 and 
Y-42, they threaten both toward Nivelles and 
toward V-45 :ind V-46. By extending the Hank in 
this direction, you force PAA to leave at least 
two units behind Tram his 1 1AM arrivals. If he 
leaves the 2-4 and 1-4 (or either of these> at 
V-47, you will be able to seize V-46 and thus 
force (he second arrivals (Clinton et al) to enter 
at Hal. The strategy here is to use the principle 

of Maneuver to force PAA to disperse and 
thereby weaken his armies. You also delay his 
reinforcements and, by forcing him to disperse, 
nullify his ability to counterattack. Your main 
line should be able to advance upon Nivelles 
without fear. Should PAA decide to reinforce 
Nivelles from QB. he should in so doing weaken 
Blucher to the point where Napoleon can bteak 
through there. I rc-emphasize that he simply does 
not have the men to hold at every point. But 
perhaps I could further amplify the importance 
of this flanking movement by availing ourselves 
of actual research done upon Napoleon's personal 
strategy and tactics by a noted fellow wargamer: 
"The proper use of the flanking maneuver, one of 
most fundamental importance, is essential to the 
success of an army if not its very existence. It 
remained for Napoleon alone, among the generals 
of his time, to seize its possibilities to their 




PAGE 7 

fullest and develop from them brilliantly-calcu- 
lated systems of strategy and tactics. ... His 
tactical system, or scheme of battle, was based on 
a holding attack against the enemy's Irani to 
keep them occupied, a wide envelopment or 
turning movement on the enemy's rear with a 
small force to create dismay and confusion in the 
defender's ranks, and then the final decisive 
blow." The reader will note Ihul it is just such a 
maneuver which we threaten with our position at 
X-42 and \A7 t with the additional advantage 
(Economy of Force* that the cavalry wing can 
divert to Nivelles in one move! 

Proceeding toward the board's center, we Find 
the prominent terrain feature to be a large wouds 
which rmisi be avoided. A 2-6 al CC-2 U Eind 
another around KK 20 is sufficient lo cause PAA 
lo defend the heights. At least four or five large 
units should be poised to gain either road, say 
from DD-21 and EE-21. This type of positioning 
and that at X-42 and Y-42 arc excellent examples 
of both Economy of Force and Maneuver - your 
units pose a dual threat lo the enemy arid force 
him to divide his already inferior force, enabling 
you to achieve local superiority. An attritive 
battle must be pressed with vigor up the QB gap. 

The force assigned to the Tilly corridor de- 
pends largely upon what PAA units arc left to 
defend it. It is worthwhile to pursue and destroy 
five or six screening units. If PAA allots as much 
as 25 factors there, you will have little success, 
bul you should be able to force passage around 
Y-25. If, as is the custom of a smart PAA player, 
his Tilly force is 15-20 factors or less, then your 
right wing (Grouchy) should contain about 30 
factors and they will have limited bul worthwhile 
success in attriting small enemy units and forcing 
trie PAA player to extend himself down the Thil 
River. Note again the economy of your move: 
you have a command large enough to operate 
independently without fear and successfully drive 
the enemy before it; yel you force him to tie 
down a force at least as large (though cut up by 
river lines) in order to contain you! 

By 3PM/16, then, what Frenchie should have 
created is this: he has three separate but inde- 
pendently operable commands, whereas he has 
forced the enemy to defend at least five fronls: 
Braine le Cumle, Nivelles, the QB heights, the QB 
gap, and the extended and difficult liverline of 
Ihe Thil-Dyle system. One of these fronts (at 
least) will weaken and crack, and it will usually 
be one of the first two. This is not to say that 
the assaults toward QB will be unsuccessful, but 
it takes awhile to push your way through. Passage 
can be forced on the left (lank al much less cost 
than at QB. Also, Nivelles is a better place to 
penetrate, since it renders useless PAA's second 
line of defense (the Genappe River). Forcing the 
other Hank (either toward Wavre or in behind 
Genappe) is probably the most successful ap- 
proach, but again is a malter of the greatest 
delicacy. PAA can bleed off reinforcements from 
QB, and an advance down the valley can be 
forestalled. 

Now that Frenchie understands his basic strat- 
egy, let's review a few tips on the implementation 
of strategy, namely, tactics. First, wc must 
appreciate the importance ol Ihe small one and 
two-factor units with which PAA can block and 
soak-off. This means, in most cases, that PAA can 
make twice as many attacks at the same loss in 
soak-off factors. Consequently, I take advantage 
of every opportunity to attack and destroy these 
light units. 



If you're up against an aggressive PAA player 
- and all the good ones are - it's especially 
necessary that you iearn to use your cavalry units 
just as effectively as he does as "buffers." The 
usefulness of this is to gain that extra square or 
two of zone oF control every turn without 
exposing large unils to massive counterattacks. 
Consider an example: If PAA is falling back Oh 
QB and leaves a 1-6 at Z-22, you place a 2-6 at 
either AA-22 or Y-22 and support it with stacks 
of 15 factors, This precludes an effective counter- 
attack; il is nol likely Ihal he will give you a 
good shot at two large units just to kill your 2-6. 
Of course, you can apply this principle board- 
wide, but you should never expose loo many 
light units simultaneously; you cannot afford to 
squander them. And recall, Frenehies, you must 
never lose sight or the following I wo very 
important factors: first, the PAA forces are much 
better suited to attacking, and secondly, the 
reason for this is their soak-off units which allow 
them to lose one factor to our two and leave 
another large defensive factor in every stack. A 
successful campaign against these units removes 
his capacity to counterattack. And finally, once 
you have successfully employed Maneuver and 
Economy of Force to overextend the enemy. 
you'll find yourself with superior mass available 
locally to defeat him in detail. The principles all 
interlock. 

A concluding statement about the "paya- 
bility" of WATERLOO: the fluid action and 
necessity lor planning ahead make it in my 
opinion one of the most interesting games to 
play. It is very difficult to play either side to 
perfection bul, given two players of near-perfect 
ability, I'd have to give the edge to the PAA. 
This is simply because the pressure is on the 
French to perform perfectly, or lose. Unless 
Frenchie does deploy flawlessly, PAA can frus- 
trate his efforts and the game will then be 
decided by how daring he is and the luck oT 
comhal. There is, however, no need to rely upon 
luck. Mistakes in deployment are fatal to either 
side, and the careful player (by that 1 don't mean 
cautious, but calculating) will be the winner. You 
have only to keep the pressure hot'n'heavy from 
the start, and your opponent wilt eventually 
crack. 

PAA STRATEGY 

by Harley Anton 

THE DEFENSE OF TILLY 

Most players in their early games of AH's 
WATERLOO will consistently lose as the PAA. 
The reason for this is that there is a great 
temptation to "play the Frenchman's game." The 
key to victory is to entice the French player into 
mistakes instead ol helping him avoid them. 

In the actual campaign, Marshall Grouchy was 
decoyed down the Tilly corrider and cost 
Napoleon the battle. The problem the PAA 
player faces is to decoy the French down Ihe 
corrider and al Ihe same lime keep Ihe mum part 
of his army between Quatre Bras and Waterloo to 
nullify Ihe defection victory condition. 

There are two methods of achieving the decoy. 
The second one has proved to be the more 
Successful for many players, bul each individual 
commander should use the one best suited to his 
style. For this reason both are presented. 

In method No. 1. al! PAA 1-6's and the PAA 
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1-4 arty are started or moved into Ihe corrider. 
From Z-18 to R-20, the Frenchman may be 
stopped at the cost of only one unit per turn. An 
aggressive PAA opening (discussed later) can 
prevent French heavy units from reaching Z-IS 
for three or four turns. The eleven units alloted 
to Ihe corrider can be sacrificed one per lurn (see 
map) and when the next to last unit is hit of 
Q21, the 4th Corps comes busting on and it's off 
to St. Helena for Nappy. 

This defense has several strengths in that for a 
I 2-factor sacrifice the French in infinite numbers 
can be held up for 1 1 turns and that large 
numbers of French units can often be trapped in 
the Tilly corrider by the arriving 4th Corps. 

The weakness in this defense is that the Bors 
Dc Mctz woods can be infiltrated about 1 PM/17. 
Also, all early PAA cavalry is out of Ihe main 
battle area and soak-ofrs are hard to find on 
counterattacks. 

Because of these weaknesses, most PAA players 
prefer the following hyper-decoy defense or some 
slight variation thereof. 

Three Prussian 1-6's, three English l-6's, and 
one Prussian 2-4 are put in the Tilly area. In 
addition, the three 4-4's and one 5-4 take up a 
defensive line along the Dyle River (Y-18. X-19, 
W-20, and W-2!) line. This defense allows ten 
turns of delay (six cavalry, one 2-4, and three 
turns to reach Tilly) and a reserve force of 17 
counterattack factors. These 17 factors can pre- 
vent penelralion ol Ihe Bors l)e Met/ at S-24 and 
U-24, hold the Dyle River and let the French 
attack at 3-1 and possible exchange early in the 
game, or best of all be used late in the game in 
an attempt to turn the tide with timely counter- 
attacks. By astute placement of delay factors the 
French can often, late on the second day, be 
enticed into a situation where three S-4's can be 
attacked at 1-2 surrounded by two 4-4's, With a 
40% chance of victory this move can cripple the 
French army with little risk to the PAA, if it is 
carried out at the right timc. 

The only weakness of this defense is Diat if Ihe 
French player gets smart and doesn't push a 
(continued page 12) 
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Simulating the Art of War - Part 



In Part I (Jan-Feb '71) Professor Pournelie dem- 
onstrated that simulation gaming requires the 
application of the principles of war to create a 
coherent, logical game. In Part 11 IMar-Apr '71) 
Pournelie showed how the principle of pursuit 
can be built into a game like Afhkst Korps. Here 
he examines Waterloo and proposes some ad- 
vanced rules to reflect the era in which it was 
fought. 



PART THREE: NAPOLEONIC WARFARE 

WATERLOO is the most frustrating game 
Avalon Hill ever published. Although Waterloo 
certainly wasn't Napoleon's finest battle - had he 
not made so many mistakes he would have won 
- it was the only battle in which the two 
greatest generals of the XIX century faced each 
other. Had Wellington enough af his Peninsular 
veterans — many were in America being slaughter- 
ed at New Orleans under Packenham - the 
outcome would have been decided in advance. 
Instead, he commanded in his own words "an 
infamous army" imly one third British (including 
Scots), the rest composed of King's German 
Legion, Dutch-Belgians ready to go over to 
Napoleon (they and everybody else called their 
King "Frog" and thought him a fool), Bruns- 
wickers and Niis-aiuer-i, with only 196 guns His 
allies, the Prussians, were the last army in Europe 
to employ the old linear tactics. Officers dressed 
lines with surveying transits. After Ligny. twenty 
thousand Prussians carried their colors home: 
they couldn't be induced to rally even under the 
threats of Blucher's horse artillery. 

Although the Prussian army employed rigid 
discipline and loaded faster than any other army, 
their marching pace was slow even by Austrian 
standards, and that was slow indeed. Their 
cavalry was nearly useless, and although they had 
312 guns, the artillery was old, badly supplied, 
and badly served. 

The best Wellington would say of his best 
troops (and he seems to have undervalued them, 
particularly the Guards) was "they will not run 
away, and it will take a long time to kill them 
all." He couldn't even say that of the Dutch and 
the Prussians. 

Napoleon on June 14 could issue this Order of 
the Day: 

"SuUliersl ihis day is Ihe anniversary of 
Marengo and of Friedland which twice decided 
the destiny of Europe, Tlien, as after Austerlitz, 
we were too generous '...Soldiers! at Jena against 
these same Prussians now so arrogant, you were 
one to three, and ut Mnnlrnirail one to six! 

"Madmen' one moment of prosperity has 
bewildered them! Soldiers! we have forced 
marches to make, battles to fight, dangers to 
encounter: but with firmness victory will be ours. 
Tlie rights, the honor, and the happiness of the 
country will be recovered! 

"To every Frenchman who has a heart, the 
moment is now arrived to conquer or die!" 



This from a man who had never lost a major 
battle when he commanded a full army, to 
soldiers who had torn apart every army the. allies 
could put in the field, whose charge of bayonets 
had seldom been met no matter what the odds. 

Yet Napoleon was not the young general of 26 
in Italy, or the Emperor at Austerlitz. His 
marshals were worse, and he had left the best 
one, Davout, in Paris under protest. When he was 
told to slay and keep Ihe city, Davout replied 
"Bid sire, if you are victor Paris is yours, and if 
you are beaten neither I nor anyone else can do 
anything far you!" So it was to happen, but as 
dawn broke on June 1 6 no one could know that. 
After it was aver Wellington with justice could 
say "II was a damned nice thing, (he nearest run 
thing you ever saw in your life. By God! I do not 
believe we could have done if 1 were not there," 

The elements of high drama are all there; but 
the game is disappointing, Easy enough to say, 
and of course Waterloo was one of the earliest 
AH games Harder to improve it, especially if you 
are, as I am, determined to keep the game 
equipment. Few of us have time to make new 
counters or a new board. 

Before we can simulate Napoleonic warfare, we 
have to understand how it was conducted. Hero is 
a description of a French charge in Napoleon's 
time by General Foy, a contemporary "The 
action is opened by a cloud of skirmishers.. .they 
harried Ihe enemy, escaped from mass by speed 
and from guns by scattered order. ..mounted 
artillery rode up at a gallop, firing grape and 
cannister at point-blank range. ..the line of battle 
moved, the infantry in column for it did not 
depend on fire, the cavalry units mingled so as to 
be disposable everywhere and Tor everything... the 
columns look to the double-quick with the 
bayonet, the drums beating the charge and the air 
reverberating with cries a thousand limes re- 
peated, 'FORWARD! FORWARD!' " 

Such a charge generally carried everything 
before it: IF the preparation had been sufficient. 
Napoleon did not throw men against an unshaken 
enemy, although imitators including his own 
marshals did, 

The preparation generally consisted of artillery 
pounding, often combined with a charge of 
cavalry to force the enemy to close ranks and 
form square. If the cavalry caught infantry 
dispersed, the baltle whs over; just as, after the 
enemy lines were broken, pursuit by cavalry 
caused more casualties than the rest of the battle 
together. Fearing the curaissers and hussars, in- 
fantry would form packed squares, to be 
pounded down by artillery. When they began to 
break, the columns of bayonets moved forward. 

Once the enemy line was penetrated, the battle 
usually ended swiftly. Men surrounded were men 
dead, and cavalry poured through the gaps, 
moved behind them, cut them off from retreat, 
forage, and supply. No army threatened with 
isolation would stand firm in those days (as few 
will now). Threals to lines of communication 



were Ihe object of grand taclics of the time, 
while to break through enemy lines and roll up 
the flanks, simultaneously delivering charges of 
cavalry against the rear, was the object of tactics. 
And in battle, this was done QUICKLY. Two 
more hours of daylight on the 16th and Napol- 
eon would have won. One hour might have done 
it. 

None of this is possible in the game. The 
artillery has no function, the cavalry is merely 
weak fast infantry, and the stacking rules make 
no sense. The feel of Napoleonic warfare is gone. 
So is Ihe Principle of the Economy of Forces, the 
art of combining different kinds of units into an 
invincible weapon. The Force of the charge is 
gone, although in those times attacking forces 
quite often won battles in which they were 
greatly outnumbered. 

You cannot maneuver during the battle as the 
game is now structured. Intelligence is perfect, 
orders never miscarry, there is no delay between 
intent am! acluiilily. In almosl every respeel 
WATERLOO is unsatisfactory. 

Yet. Somehow. Despite using an inappropriate 
combat results table, despite everything else, 
there is a flavor to WATERLOO that makes it 
one of my favorite games. It is, as I slid, 
frustrating. I keep thinking it could be the finest 
of all AH games, if only . . . 

1 don't think it can be perfected with the units 
furnished, but let's try. The following rules make 
an interesting game; try them, work out your 
own changes, and let me know Ihe result. I want 
to see WATERLOO hotii playable and realistic; 
I'd like once again to hear Napoleon tell Ney 
"The fate of France is in your hands!" 

ADVANCED WATERLOO 

1. Add 7 PM as a move on all days. This is 
self-evident, 

2. STACKING UNITS 

2.1 At the END of a player's turn, no more 
than 2 infantry divisions, 2 cavalry divisions, 3 
cavalry brigades, or a combination of infantry 
and cavalry, not to exceed one unit of each, may 
remain in a square. 

2.2 The TOP unit of a stack, and only the 
top unit of a stack, counts for purposes of 
defense against an initial attack. (See ARTIL- 
LERY rules for exceptions.) 

DISCUSSION: A square is <A mile across at 
widest. Given i feel lo a man, three ranks deep, 
that's over 5,000 men. It's simply not possible to 
put more in that area and have them effective in 
defense. Actually, it would be somewhat less than 
that. Nor could you put more than 2 divisions in 
a half-mile box withuul so hopelessly mixing 
them up that they couldn't fight. 

French and Anglo-Allied forces may slack ALL 
INFANTRY units from a single corps, as well as 
two divisions or three brigades of cavalry, whether 
from that corps or any other, for the attack. For 
purposes of (his rule, the Allied 5th (Picton's 
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Highlanders), 6th, and Brunswickcrs form one 
corps under aimmanil of Decken 

2.3 No stack greater than 3 units may form for 
attack unless the Corps Commander is in a square 
adjacent or in square with the stack. 

DISCUSSION: This should be self-evident as an 
attack in column form. The Prussian linear tactics 
did not permit this kind of attack. 

3. ARTILLERY 

3.1 Artillery units may be added to a defensive 
Or offensive stack without limit. 

3.2 Prussian artillery units may NOT he added 
to any stack containing Anglo-Allied units. 

4. COMBAT 

4.1 Combat is in phases. The player whose 
move it is will be designated as the Attacker or 
"A" throughout the following. The other player 
will be designated as the Defender or "D". 

4.2 Unils may NOT engage units in more than 
one square in any given light, although they may 
engage several different units in successive phases 
of combat during a single turn. 

4.3 Combat opens with artillery, A declares 
which D units he is engaging with his artillery 
units. He may engage only the top D unit of a 
slack, or ANY D artillery unit to which he is 
adjacent. Artillery has nu "range"; it can only fight 
units in adjacent squares. 

4.4 After A has declared his artillery attack, 
hut BEFORE combat is resolved, D may declare a 
cavalry charge; he may "charge" any A artillery 
adjacent to any D cavalry unit whether or not the 
cavalry is engaged, and regardless of position in a 
stack. ONLY cavalry may charge; horse arty may 
NOT charge. In charges against artillery, combat 
odds fractions arc resolved in FAVOR of the 
CAVALRY charging. D rolls the die as if he were 
"the attacker" in the CRT. 

4.5 After A has declared his artillery attack and 
D has declarer} his cavalry charges, bill BHFORK 
either combat has been resolved, A has the option 
of a "counter-charge" of cavalry units in the same 
square as his artillery which is under attack, 
regardless ol the cavalry's position in a stack. 
Comhal odds are rounded in FAVOR OF A's 
counter-charging cavalry as "the attacker." Only 
cavalry may "counter-charge"; horse artillery may 
NOT counter-charge. 

4.6 Counter-charges are resolved. Units forced 
to retreat will be dealt with in the rules for 
retreats. Unilts eliminated are removed. 

4.7 Surviving D cavalry may choose to con- 
tinue their charge or withdraw. If (hey withdraw, 
they return to the square where I hey started 
(actually they have never left it) without penalty 
of any kind. If they continue the charge, they may 
attack the enemy artillery units previously chosen, 
with odds rounded in favor of the charging cavalry 
(i.e., 3-2 becomes 2-1), the charging cavalry being 
"the attacker" for purposes of combat resolution. 
Destroyed units are removed. Retreating artillery 
rolls die; 1, 2, or 3 is rolled, the retreating arty is 
destroyed. If 4, 5, or 6, it is turned upside down, 
and may lake no further part in combat this turn. 

4.8 A's surviving artillery now attacks the 
previously designated targets. Odds are rounded in 
favor of DEFENDER. Artillery engaged against 
infantry or cavalry can suffer no adverse effects; 
treat A-elim or A back 2 as "no result," 

4.8.1 Artillery engagements between op- 
posing ARTILI EKY tin its are rounded in favor of 
ATTACKER. Attacking artillery does suffer ad- 
verse results. 



4.8.2 Artillery does not retreat. Units re- 
quired to retreat arc turned upside down in place. 
They may not move or take further part in combat 
during this turn. 

4.9 The attack proper now begins. ONLY Ihe 
top three units in the attacking stack may engage 
the enemy in this phase of combat. The only 
enemy unit which can be engaged is the TOP UNIT 
in the defending stack, except that all enemy 
artillery units now surviving MUST be engaged if 
they are in squares adjacent to attacking units. 
Attacking units may NOT engage units in more 
than one square, but MAY engage more than one 
enemy unit, and MUST engage the top D unit of 
each stack adjacent to A units (as well as all D 
artillery adjacenl lo A units) 

4. 10 Surviving A artillery unils MAY engage in 
combat in this phase, provided that no other 
combat is taking place from that square and no 
other A units are attacking the "target" square. 
That is, A artillery must have a clear field of fire 
and may not Tire through its own troops or into a 
square where its own troops are engaged. Non- 
artillery A units in squares with A artillery taking 
part in this phase of combat take no part in the 
action. 

4. 1 1 Combat odds fractions are rounded in 
favor of the attacker (that is, 1-1 becomes 2-1 , or 
an even fight). Artillery under attack from non- 
artillery units is eliminated if a retreat is required. 
Artillery units ulturking non-artillery units cannot 
suffer adverse results. Artillery duels are resolved as 
previously mentioned. 

4. 12 Victorious units now enter the squares 
they have attacked if those squares are empty of 
right-side-up units. Upside-down units in taken 
squares are removed. The entire attacking stack 
including unengaged unils MAY advance; the 
actual attacking units MUST advance, except that 
HORSE ARTILLERY may advance at A's option, 
and foot artillery may NOT advance at all. 

4 13 RFTRI'.ATS; Units forced to retreat fall 
hack one square, enter a stack with any units 
already there, and are turned upside down. They 
may take no further part in combat nor may they 
move as combat proceeds, and if enemy combat 
units capture and enter their square, they arc 
eliminated. 

4.14 RESERVES: After the 4.9 combat is 
resolved, D may move any unit not in an enemy 
zone of control one square, except that foot 
artillery may not move at all. Units entering stacks 
in enemy zones of control come in at the bottom 
of the stack. Units entering stacks not in enemy 
zones of control may be placed as D wishes. 

4. 15 CONTINUED ATTACK. A may now RE- 
NEW the attack as m 4.9, 4. 1 0, 4. 1 1 , 4. 1 2. 

DISCUSSION: There is no space for detailed 
discussion here; most of the rules are clearly 
related In the realities ol Napoleonic combat. Skill 
ill forming stacks, directing hatiles, and placing 
both artillery and reserves decides the outcome of 
battles. Fractions are rounded in favor of the 
attacker so that an attacker with slightly more 
force than the defender has an even battle, and 
with twice as much force as Ihe defender, has an 
assured win. This is consistent with battle in that 
era. 

5. MOVEMENT 

5.1 Units in enemy zones of control require 2 
basic movement factors (BMF) (one hour) to 
withdraw, and receive only % road bonus to which 
they would be entitled. 



5.2 Upside down units (forced to retreat) 
require 2 BMF to reform in place, receive ¥i road 
bonus. Upside down units in enemy zones of 
control may turn right-side-up and move one 
square only. 

5.3 (Optional) FRENCH troops receive follow- 
ing road bonus: 6 squares first class road; 3 squares 
second class road. Anglo-Allied get 4 and 2. 
Prussian get 3 and 1. This is consistent with 
marching speed of the various armies. 

5.4 To receive road bonus, units must not 
move in stacks, 

5.5 Units joining stacks use two moves to enter 
a slack at the bottom, and three moves to go to the 
top A formed stack may only move at Hi speed of 
the slowest unit in the stack. 

6. HIDDEN MOVEMENT 

All units remain upside down until they come 
within 2 squares (one mile) of enemy units. They 
are not thereafter turned upside down unless 
forced to retreat. Each player receives five blank 
units which move as cavalry and may be placed 
with whatever force he pleases. When dummy units 
are revealed they are removed from the board. 
Players may also use HQ. units as they please. 

7 HEADQUARTERS UNITS 

7. 1 A French stack containing Ney gets one 
additional combat factor per unit in stack, up to 
four factors. A French stack containing Napoleon 
Bonaparte gets two factors per unit up to six, 
except that Imperial Guards units with Napoleon 
get three per unit up to a total of nine. 

7.2 A Prussian stack containing Blucher re- 
ceives one additional factor per unit up to three. 
An Anglo-Allied Stack containing Wellington re- 
ceives two factors up to a total of six. Anglo-Allied 
cavalry units get one additional factor per unit up 
to four if Uxbridge is in the slack. 

7.3 Rules 5.1 and 5.2 do nut apply to units 
adjacent to their own corps, army, or supreme 
commanders when the move begins. 

7.4 Headquarters units are captured if enemy 
combat units enter a square they are in. If in a 
stack forced to retreat, they retreat two squares. If 
in an annihilated stack, they are killed. 

7.5 If Blucher is killed, all Prussian units retreat 
toward Wavre. If Napoleon is killed the PAA player 
wins the game. If Wellington is killed the French 
win the game. 

8. INITIAL POSITION 

Prussian units on board at 7 AM 1 6th must be 
north and east of Fleurus. 



9. ISOLATION AND FLANKINC 

9.1 Prussian units are isolated if they cm no I 
trace an unobstructed primary or secondary road 
route to either the north or east edge of the board. 
Anglo-Allied arc. isolated if they cannot trace a 
road route lo (tie north or west edge of the board. 
French units are isolated if they cannot trace a 
road route to the south edge of the board. Isolated 
units fight at Vi their combat factors. 

9.2 Flanking; Units are outflanked if they are 
attacked from three different squares. Outflanked 
units fight at 'A their combat factor. 

Whether through these rules or others, I am 
determined to see WATERLOO what it should be; 
to hear the drums roll, feel the earth shake as the 
bearskins of the Guard come over the hill, and the 
dread cry chills the ranks: "Vive I' Empereur!" 
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What! Another Stalingrad Variant? 



by Daniel Kronemyer 



Yes folks, this is another one of the many 
Stalingrad revisions, or us some like ti> cull them, 
variants. Both these terms meat] essentially the 
same thing, mainly adding a little balance to the 
game. 1 imagine that there have been countless 
attempts to create play-balance in the game. In 
fact, Stalingrad, since it first appeared way back 
in 1<Mi3, has probably seen more revisions than 
Johnny Unitas has touchdowns. There have been 
articles introducing the Luftwaffe, variants such 

as Stalingrad II, or Stalingrad III, which take into 
consideration all things from hedgehogs to partisan 
"welfare," But they also add considerable hassle. 
Mast wargamers sit down to relox over a nice, 
quiet, 1-4 hour game, mil a miiraltiun thing, 
where the player who loses is the one who 
"contracts" battle fatigue first. But this is noth- 
ing new to anyone. The trouble is, that these 
variants slill don't truly simulate Ihe method of 
defense and offense employed thirty or so years 
ago. 

During World War II, the Russians built their 
defenses in depth, creating massive "reserve 
fronts." When the Germans broke through one 
line of defense, the Russians would have another 
Now where in any variant will yon lind Ihe 
Russian player doing that? 

In all the variants I've played, I still find the 
Russian player hiding behind the rivers, and in 
the case of AH Stalingrad, sending out screens of 
2-3-6's. The Germans on the other hand, instead 
or making quick breakthroughs, surrounding 
whole armies, and taking thousands of square 
acres, have to bash their heads against 3-1 proof 
lines, and endlessly eliminate those pesky little 
2-3-6's. Alright, we know this is not only ego- 
shattering for tiie German player, but historically 
inaccurate. 

So how [In we remedy this? Many assumed 
correctly that the main hang-up lay in the CRT. 
The bulk of these people advocated using either 
the Bulge CRT (great for advancing, but lousy for 
killing units), or a "first turn surprise tabic." This 
consisted of using the standard CRT, but moving 
the odds down a few notches on the first turn. 
But this table is only good for the first turn. The 
Axis armies were able to advance hundreds of 
miles each month, slaughtering whole armies as 
they went. How to recreate that? Greg Long, a 
rioted waigamer and Diplomacy editor, devised 
such a table. It solves the problem of the 
delaying units very nicely. After playing with Mr. 
Long's CRT in numerous FTF games. I added a 
few modifications which, in my opinion at least, 
make the table more realistic (and understand- 
able). 



Rules Pertaining In the CRT: 

1. Units may attack, and be attacked more 
than once per turn. 

2. Once you choose not to attack again after 
advancing, you lose your right to attack for the 
rest of that turn. 

3. Units that are designated lo be ineligible 
for further attacks may not attack or advance. 

4. All units must be soaked-off against first 
(rf need calls for it), then attacked again. 

5. Units may advance in any direction, as long 
as the first square of advance is the defender's 
vacated square. Units may not advance through 
moires of control. 

f>. Retreat is determined by the defender. 

7. Units may ho! advance after combat be- 
yond their normal movement rate, including move- 
ment before entering the hostile zone of control 
and engaging in combat Kxample: If an armored 
unit moves four squares before entering the hostile 
zone of control, and if an advance of three is 
indicated, the armored unit could only move two 
since it had already moved four and its maximum 
movement is six. 



8 Units may never use the railroad bonus 
when advancing. Advancing units must also follow 
movement restrictions as required by the rules. 
Example; movement through swamps, rough ter- 
rain, etc. Unit(s) may not cross rivers when 
advancing unless the unit(s) had started on a river, 
and to cross would be the unit(s)' first square ol 
advance. 

u . During mud or snow months, movement 
restrictions must be followed. The movement of a 
unit when advancing after combat combined with 
its normal rate of that month must not exceed Vi 
of its maximum clear weather movement rate. 
Example: During December, an armored unit 
which moves two squares on open terrain could 
only advance one square after combat. During 
winter, only the Russian player may use the 
Revised CRT. The German player must use l he one 
provided in Ihe game. 

10. As mentioned above, the Revised CRT is to 
be used in conjunction with the CRT provided 
with the game. The German player attacks at 2-1 
during the month of June. He (or she) rolls a one 
using the revised CRT, By combining the revised 



Revised Stalingrad Combat Results Table 



Die 

Roll: 


1-4 


1-3 


1-2 


1-1 


2-1 


3-1 


4-1 


51 


7-1 

6 1 (and above) 


T 






A+1 


A+1 


A+1* 
(11 


A+2* 

(1) 


A+2* 
(1) 


A+3' 
(1) 


A*3* 
(11 


A+4* 

H 


2 


0+1 








A+1 


A+1 


A+2 


A+r 

12) 


A+r 
111 


A+2* 

(21 


3 








A+1 


A+r 

(21 


A+r 

(21 


A+1* 
(1) 


A+2* 
(2) 


A+2" 
(11 


A+3" 
(2) 


4 












A+r 

(2) 


A+2" 

(2) 


A+2" 
(1) 


A+3" 
(21 


Air 
(ii 


5 


rj+i 


D+1 


D+1 




A+1 


A+1 


A+2 


A+3 


A+r 

(21 


A+r 
(i) 


li 


□+2 


Di2 


+ 1 


D+t 


D+1 


A+2* 
(2) 


A+2" 
(1) 


A+3" 
(21 


A+3" 
(1) 


A+4" 
I-) 



IMPORTANT: The Revised Stalingrad Combat Results Table is to be used in conjunction with the CRT 

provided with the game. 

Odds worse than 1-4 are nut allowed. Odds greater than 7-1 are treated as 7-1. 



Explanation of the CRT: 

D+1, U+2: The defender has ihe option to advance one or two squares as indicated. 

+ : The attacker may advance to the full amount of squares indicated, and aimck again. 

A+1, A+2, A~I3, or A+4: The attacker may advance one, two, three, or four squares in any direction, as 

long as the first square of advance is the defender's vacated square. 

Units may not advance into enemy zones ol" control if other advance routes are available. 

Units that have a second attack indicated may advance into enemy zones of control. 

Units that advance one square may advance irilo enemy zones of control, regardless whether or not a 

second attack is indicated. 

(I). (2), or {-): This indicates the amount of attacking units that may no! participate in any furtliei 

attacks. (1) being at least the defense factor, (2) being at least twice the defense factor, and (-) meaning 

all units in that given attack may participate in further attacks. 
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CRT and (he one provided with the game you get a 
D-elim, attacker advances ime, lie has the option to 
attack again, hut must leave at least the defender's 
defense factor behind. Another Example for the 
Slow Ones; The Russian player attacks at 1-1. He 
(or she> then rolls a three. By combining the two 
together you get a D back 2, and attacker advance 
one. 

1 1, Units may not advance unless it is indicated 
by the CRT. When the German player uses the 
CRT provided with the game during winter, he 
advances in accordance with the rules published 
with the game. 

Written below arc some optional rules l hat shtmid 
be used with the Revised CRT. 
U Concerning all units in Finland, both Finnish 
and Axis: 

a. They may not go over six squares from the 
Finnish border. 

b, All units placed in Finland at the beginning 
of the game arc supplied directly, and only from 
Helsinki. In other words, units in Finland are not 
supplied through the Pripyat Marshes. 

2. Concerning both sides: 

a. Have their units' attack factor halved when 
surrounded or isolated. 

b. Have exchanges based on attack factors. 
Example: A doubled 5-7-4 would require the loss 
of ten factors in the event of an exchange, unless 
the German is forced to take off more due to an 
uneven amount of factors. 

% Cirncerning the Russian Replacement Rate: 
a. Stays the same, 4-6-8. 

4. Concerning all Axis troops (except Finnish): 

a. Are considered dead and eliminated if their 
capitol is captured and held for two consecutive 
turns. 

b. Double their defensive capabilities (defense 
factor is doubled) when attacked in their respective 
countries. 

5. Concerning Russian units in the Replacement 
cities: 

a. Russian units in Moscow, Stalingrad, and 
Leningrad, when attacked, cannot be forced to 
retreat by a D back 2. In other words, the Russian 
player can ignore a D back 2 when defending in 
those three cities. He can, however, be eliminated 
by an exchange, or a D-elim. In thai case, the 
German player may occupy the city. 

A little on Strategy'.' It's quite simple. At the 
beginning of the game, the German player should 
divide his armor in half. Using it, lie should grind 
up the Warsaw-Nemunas gap, and the Brcsl-Lituvsk 
gap, trying to enclose and isolate Brest-Litovsk and 
the units around it. After this is accomplished, the 
German player should make a dash for the Divina 
River, eliminating delaying units as you go. After 
this river is breached, you should try to take 
Moscow, and if possible. Leningrad. By this time 
your units in the south should be breaking 
through, so taking Stalingrad should pose no big 
problem. 

The Russian player will find himself in dire 
straits very quickly. I suggest you do like the 
Russians did in World W;ir II. stack your units 
behind each other to absorb the momentum of the 
German advance. Try to surround and isolate 
German units if they advance too far. 

In closing I would like to say that I hope the 
CRT and the optional rules will help you make the 
game more playable, but more enjoyable. 

Daniel Kronemyer 
7717 Ludington PI. 
La Jolla. Calif. 92037 



A Look at an Old Favorite 



by Mitch Gniadek 

In the summer of lfi(>3, n Confederate army 
under Robert E, Lee out-maneuvered a Union 
army defending Washington and marched deep 
into Pennsylvania. As the Union army moved to 
intercept the invaders, a clash of arms became 
inevitable. II was Hie town of Gettysburg that 
was chosen for one of the bloodiest, and perhaps 

the most critical, battles in American history. 

Thus the stage is set for Avalon Hill's version 
of the historical engagement. All hough one of Ihe 
most playable wargarues around, Gettysburg 
seems to have been by-passed for some nf the 
newer, more complex titles; this is only obvious 
by the amount of space it receives in the pages of 
the General. The argument heard most often 
about Gettysburg is that the same strategy will 
work time alter time, and there really is no room 
for a fresh strategical outlook to take hold- 
Perhaps by adding a few optional rules new life 
can be brought into an old favoiite. 

I. Artillery 

The element most brought under fire by 
critics of the game is the role thai artillery is 
forced to play in the game. The rules provided by 
Avalon Hill are historically correct, hut for those 
desiring a little more depth, try using the follow- 
ing rules: 

a. Attacking artillery has a combat factor of 
one. This factor may nol be increased in any 
wny, 

b. Artillery which is to be fired in the same 
turn as it is being moved has its movement 
factor halved. 

c. The Blue player may "fire" his artillery 
without limit. The Gray player may "fire" his 
artillery units only 30 times per unit during 
the course of the game. A unit is considered 
to have "fired" whenever its combat factor is 
applied to a battle. An artillery unit with no 
"firing" left is eliminated if attacked, without 
infantry or cavalry support. 

II. Partial Elimination 

Although partial elimination has been dis- 
cussed in many articles before this, one important 
factor has been left out; that is the confusion 
factor Therefore, ihe following rules: 

a, A roster system is used, and the combat 
results tables to Biittkretg or Guadalcanal are 
to be used. 

b. A unit which has lost combat factors 
during the battle portion of a turn (regardless 
of how many) has its movement factor halved 
for the next turn. 



III. Organization 

Whereas games with a large number oT units 

do not lend themselves to this rule, Gettysburg is 

particularly adaptable to this option. 

a. In order for a unil to move its full 
movement factor, it must begin its turn 
within five squares of another unit of its 
corps, or the H.Q- unit of the same corps. If 
the unit is not within five squares, its move- 
ment factor is halved. 



b. This rule applies to al! units except 
artillery. 

C. Corps organization for Ctellyshurg is as 
follows: 

CONFEDERATE; 1 Corps, Longstreet: 
MeLaw's division, Pickett's division. Hood's 
division. II Corps, Ewell: Early's division. 
Johnson's division. Rode's division. Ill Corps. 
A. P. Hill: Anderson's division, Heth's divi- 
sion, Pender's division. All cavalry under 
.I.E.B. Stuart. 

UNION: I Corps. Doubleday: Wadsworth's 
division, J. Robinson's division. Rowley's 
division. II Corps, Hancock: Cadwell's divi- 
sion. Gibbon's division. Hay's division. Ill 
Corps, Sickles: Birney's division, Humphrey's 
division. V Corps. Sykes: Barne's division, 
Ayre's division, Crawford's division. VI Corps, 
Sedgwick: Weight's division, Howe's division, 
Newlon's division. XI Corps. Howard: Bar- 
low's division, von Steinwehr's division, 
Schru/'s division. XII Corps, Slucurn: 
William's division, Geary's division. All Cav- 
alry under Pleasonton's Cavalry Corps, 

IV. Victory Points 

This last section does not actually change the 
play of the game, in that the general objective of 
bolh sides is the same; however, it does allow the 
Confederate forces a greater chance of victory 
a. Both sides are awarded points as follows; 
one point for every enemy factor destroyed, 
and an additional three points when a com- 
plete unit is removed from play. For this 
purpose, H.Q. units have a factor of one, and 
do not carry a three point bonus. 

UNION VICTORY: 

Marginal: More than 3/4 the amount of 
points u ecu mu lilted by Gray player. 

Tactical; More accumulated points than Gray 
player. 

Decisive: Twice the amount of points accu- 
mulated by Gray player, 

CONFEDERATE VICTORY: 
Marginal: More points than Blue player. 
Tactical: 1-1/2 times the points of Blue 

player 

Decisive: 2-1/2 limes Ihe poinls of Blue 

player. 



NOTES; 

1. It is possible for both sides to achieve 
some degree of victory. Side with the highest 
degree wins. 

2. All original Avalon Hill rules apply, unless 
otherwise indicated. 



Milch Gniadek 
17201 Cnrla Ave. 
Tustin, Calif. 92fi8Q 
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More Panzerblitz Variants (from page 5) 

is that player having the most pieces on it at Ihe 
end of the 12th and final turn, NOT counting 
bunkers, road-blocks, or mines. 

15. Board configuration: numbers vertical (like 
situations 7 or 8), random juxtaposition. 

Defender gels 500 points phis 4 bunkers, 6 
blocks, 6 mines, ;j!J of which he sets up first 
anywhere on any or all or the 3 boards. 

Attacker gets 1000 points and moves first, 
entering ali forces on the initial turn anywhere on 
the left edge Of Ihe left board. 

Victory condition: attacker musl pass through 
the center board to the right hand board, because 
he wins by having more units on the board, not 
counting bunkers, blocks, or mines. Note: although 
Ike defender sets up anywhere, only those units 
Which he has on Ihe center board at the end count 
towards victory. 

All of these situations last I 2 turns. 
16. Board configuration: numbers horizontal 
(like situations 3 or 4), random, as usual. 

The defender gets 500 points - that's it. 
Attacker, 1000. 

Sequence of play: attacker enters first on far 
left edge of left board ('left and right die figured 
vis-a-vis the defender's side). Defender enters 
thereafter, at any one point (one only) on either 
edge ol the center board. Needless to say, an 
external edge, and only one, not bolh! In all of 
these situations, all forces must enter immedi- 
ately. 

Victor - that player having more units at 
game's end on the right-hand board. 

A comment on play-balance: situation 13 
seems quite even, despite the German stacking 
advanlage. The only way to achieve such a 
dependable balance in situations 14, 15, and 16 is 
to play a set ol two games, like a race run in two 
heats, the winner being the player with the better 
total both games considered. If this is done, it is 
a good idea for both players to select both their 
forces in advance, so that the lessons learned in 
the first game won't unfairly influence the 
second. Personally, I dislike this play balance 
solution, but there are so many different board 
combinations, not to mention the infinite number 
of forces which can be selected on a 500 or 1000 
point basis, that it is difficult to be sure that 
500/10U0 is Ihe right ratio. The defender's view 
of 500 points as an adequate farce depends a 
great deal on which board he is defending, and 
the units he and his opponent have picked! 

Tom Oleson 

1 1 5-7 Hilltop Road 
Smoke Rise 
Kinnelon, N.J. 07405 



PAA STRATEGY (from page 7) 

corrider drive then 17 factors arc wasted. This 
can be turned to advantage late in the game, 
however, by a well-limed counterattack toward 
Quatre Bras. 

Although losses with the PAA are excusable, 
losing the game because of Tilly should never 
happen. 

THE DEFENSE OF 

QUATRE BRAS 
AND THE HEIGHTS 

A unit on EE-23 on the first turn (preferably a 
1-6) is a must. Sleinmet/. and any 6-4 should he 
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in a position to move to AA-27 and AA-25 
respectively on turn two, Most people start 
Stcinmetz at AA-25. 

A good opening set-up usually resembles this 
one: two 6-4's at EE-14, EE-16, and EE-17 and 
one 6-4 and one 7-4 at DD-20. If the French 
player has stacks of cavalry at JJ-13 and K.K-13. 
a 6-4 may be lost, but this risk is worth it 
because with that much cavalry there the French 
Nivelles drive will be severely retarded All units 
fall back slowly to the areas Y-22 BB-22 where 
they stand and fight or back slowly toward 
Quatre Bras. If one decides to stand and fight he 
must never let the French have more than two 
squares on any one stack. On any one turn a 
delay unit can be placed and all the above units 
shifted to Y-29 and Y-30 to prevent woods 
infiltration or to counterattack in the heights 
area. 

The real key to an excellent PAA defense is to 
get Opstal or a 1-6 to Z-27 immediately. A 6-4 
can also be placed there to the PAA advantage. 
but only as an addition, never as a replacement 
for Opstal. This seemingly worthless maneuver 
makes the heights almost 2-1 proof. If the French 
player makes an attack at 2-1 on AA-25 he will 
probably advance if he wins. If he does not 
advance then the PAA player can counterattack 
and still be doubled at (he end of his lurn When 
he does advance. Opstal (and possibly Ihe 6-4 if 
he was alloted to Z-27") moves to AA-2fi_ Stacks 
move to AA-24, Z-25, and Z-2G and voila. instant 
surrounded counterattack with Opstal furnishing 
the soak -off (after the attack, of course). 

Once the heights are breached or outflanked, 
the X and W rows may be held with one delay 
factor per turn as a last-ditch prelude to a 




fall-back to the Genappe river. Once again Ihe 
PAA player must deny the French three squares 
on any stack and two squares as often as 
possible. A delay unit at V-27 and stacks at V-31, 
W-31, and S-3 I can be a final defense before 
falling back. 

There are several variations of PAA counter- 
attack which are very effective if the PAA player 
wishes to run a risk. These occur when the 
French force heading toward Nivelles is composed 
mostly of cavalry and docs not exceed 60 factors. 
In two turns tjie bulk of Ihe PAA army is shifted 
toward Nivelles while only one or two delaying 
units jam the Bors De Met?- corrider against 
French attacks there. The trick of this attack is 
speed, for a late return to Quatre Bras will be 
disastrous. The merit of this strategy is the look 
ol" dismay on Ihe French commander's face as his 
units piled lliree rows deep between Tilly and 
Quatre Bras heat helplessly on the 1-6's while his 
Nivelles cavalry thrust melts before his eyes. 

To summarize: 1) A soak-off unit at Z-27 is 
essential, 2) Good use should be made of the 
excellent interior lines between Quatre Bras and 
Nivelles, 3) Try to achieve local superiority and 
counterattack only when despite the worst result 
of the attack, one will still be in a relatively 
advantageous position at the start of the French 
move. 4) When outnumbered in factors try to 
deny your opponent squares lo attack from, 5) 
Kill as much French cavalry at high odds as 
possible in early attacks. Leave the infantry for 
later when everybody has arrived on the board. 

DEFENSE OF NIVELLES 

Nivelles can be cither the easiest or the hardest 
area to defend. I have found that Perponcher is a 
valuable asset for Ihis area. On the second turn 
he should be at U-41. This guarantees the road to 
Braine Le Comte, which eon be cut by an 
enterprising French cavalry commander before 
the 1 1 AM reinforcements arrive on the board. IT 
your opponent sends a large cavalry force to 
Nivelles. and most people do because of the 
locnlion, I would put Cooke at V-47 and Alten at 
V-44. If the Braine Le Comte River is broken 
early, the French cavalry force can force arriving 
British units to take part in costly delaying 
attrition over a wide expanse of hostile clear 
terrain rows U to O. 

Once Allen reaches V-44, Perponcher or Chasse 
should always be at Z-39, because it is a doubled 
position until flanked. Delay down the flli and 
OC rows is possible at one factor per turn. 

The PAA has two basic problems at Nivelles: 
1) when to counterattack, and 2) infiltration 

throughl the woods at CC-33 and AA-33. Per- 
poncher is excellent for solving the infiltration 
problem because he is a 6-4. Fifteen factors 
coming through the forest cannot get a 3-1 on 
him and a loss of 12 cavalry factors at 2-1 would 
just about destroy any chance of French victory 
in the game, let alone Nivelles. 

Cavalry should be at lop priority for counter- 
attacks. Units which can be surrounded by the 
complicated terrain features often present a 
choice target for counterattacks. W-36 is a great 
position and it is advisable to launch at least one 
counterattack to prevent being outflanked. 

Shuttle as many arriving factors and extra 
Prussian factors as possible towards Nivelles from 
QB. The fall-back to the Nivelles River (T-39, 
T-40. etc.) should be synchronized with the 
Qualrc Bras fall-back to the Genappe River, if at 
all possible. 




Dear Sirs: 

My Jiiandi and I agiav that your Jutland is an 
nil skill, exciting and tap natch war game up and 
until we proceeded to do battle. It i? et lh>« 
: i c_: 1 1 - l thai bk-il I is abruptly replaced with luck, 
because dice replace skill. It h also at this paint 
thef the kick interest generated during the fame 
ib -'J s- vuifyttei&fy, In true lite, ship* gunners did 
noi roll dice to see who got 3 hit or a miss, nor 
did any other Artillery emplacement. What count- 
ed was their skill with cannon. 

I cannot For the lift; uf mu understand why 
ynu rlirt not follow through and include a more 
appropiiats method tor doing battle with this 
line game as 1 have done? 

Not wanting to see the game put on a nhflrf 
arid riavwf played because of a few lousy dice, I 
rfpulspd my own way of making battle. It's vary 
simple. 

I devistrd a cannon that shoots elastic bands at 
a simple Target which represents any factor of 
any ship in your Jutland game. the targpt Ship 
has knock down turrets, protective factors and 
one plflse for a direct hit. When hit by an elastic, 
they simply plop uvei and thus scoi '-■ 

Now when It's time to do battle, we simply 
transfer from the game ships 10 the target ship 
and vlaslio lining cannon, 

Yardage between ships Is simply replaced by 
actual feet for the distance between the elastic 
firing cannon and target ship, Example, 24,000 
yds. ■ 12 actus I ft. 

Why not offer something like this as an 
optional or include plans for building something 
as such ai home for those war same nuts who 
want a true all skill game. 

This type ol firing system car- be incuipoialed 
into any type of war game by simply changing 
the type target and it's very safe. 

Anihonv Bemier 
3A South Street 
Dandelion, Conn. 06239 



Gentlemen; 

It's been a good twelve years since I bougliL 
my first AH game During a number of those 
years I bought my first AH game. During s 
number of those years I wondered how you 
managed, to stay in business. How did game 
owners find opponents? Most of mine wen? 
cultivated rather carefully. If I'd ever had a taste 
tor playing the games frequently, I'd have been 
ijrtiiy badly frustrated. As you can probably 
gurus, I was not a General subscriber in those 
days. Finally, graduate school finished find an 
academic career begun, f decided to blow $4,95 
on the General. This was a little over a year ego, 
As vou can imagine, this showed me an aspect of 
wargaming i'd never baton* seen. 

ft seems to nw that many a taiual purchaser or 
recipient of an AH game might never purchase 
another, either because ho thought they were all 
iha same, or because h* hud little luck finding 
opponents* This brings me to the advicv. Why not 
include a little more Information about game 
design, some propaganda, and a means of gerring 
more information about the world of wargaming 
with your games. By the first ol these I mean 
something like the designer notes used hy £&T, 
which would point out some of the compromises 
involved in design* as well as illustrating the fact 
that different situations do indeed yield different 
99tm$ Ai an aside, the brief TSG descriptions do 
a better {although still puorf job ul dlflertjnii. 
atmg among the game; than rjn your glossy 
folders. With regard to the propaganda I mean 
something for the person who hesitates to men- 
tion war games been use ihey fe-lf rather lonely 
and selfconscious about tn« wholtf Ihing, Whv not 
try to give these people a sense of being one with 
what is. overall, e reasonably sane and mature 
bunch, As to the relevant General article or two 
to everyone who returns the registration card 
from u particular game? 

You've done quite a job of supporting the 
strong group aspect Of wergfirrtmg through the 
General, In summery, whet I suggest is (hat you 
try to get the essence of this aspect of the thing 
to a larger fraction of your customers. 

Robert Medrow 
27 Rfldbuti Lame 

Rollii. Missouri 65401 



[tear Sirs- 

I most say, your latest contest (No. 42 - the 
Pamerbtfa situation! was a vast impiovemfful 
over your previous efforts. It was fndeed a 
pleasure to see at least one contest that could be 
solved along purely mathematical lines. 

Your solution, while essentially correct, did 
oveiluuk urre possibility, namely, that ore of the 
Russian cavalry units can 1 move to square V-5 and 
close-asseLili The German units on V 5_ Instead ot 
a Russian success probability of 1/36 {?.!&%) as, 
you slated, the actual RSP with your attack plan 
becomes: 



WBximptt* 



K9j81 = l/13!"i1Ji8-ilrti«8rS,i^ 



Though even a b.1% RSP is very good, there is 
a slightly different attack plan which guarantees 
an even better result. The German units should 
still occupy the same squares as in your original 
solution (unit 113 is on V-6, not V-5; printing 
arror) r but the Russian units, 934 and G3S should 
not be attacked 1 in £ combination attack at 3:1 
odds, Instead, German unit A\ can hit 934 at 4:1 
odds (guaranteeing its elimination!, unit 22 can 
hit 93D at 1:1 odds, and units 121 and IBS can 
CAT attack 936 again at 1:1 odds. This results in 
a RSP as follows: 

Pombiitiv o' ^bmiBiIiiv «T HuMiar. 
B36 tun$r%9 iwste fwB T cat acJ] MJWfcT p j 
Well, keep at It; perfection is Just around the 
comer. 

FTHey R. Geary 
Temple City, California 

We may mri always be Jtffl',% eo/ttct, but me 
th) irv harder - to upgrade the quality of tilt' 
mtW'sis When riipy brentm. 1 more m writing, 
they bvm'tK rnitrt tumi.'lhun.'d. in; mi' inure 
mom for error. Bui we do appreciate the Ltwipti- 
ments. -Atl- 



Gentlemen; 

A suggestion to your fans who play Panzer 
bliU, an emotionally sahstying game. A trip to a 
stationary shop and an investment of about 30 
cents will provide the player with red transparont 
'BfrfflO tlnps", {Ask Iop them nicely and don't 
Threaten to level the place with fire from the SB's 
on your Jagdpsnzers if you are not served.) These 
red chips fit nicely on top oF the enlarged 
eourkTBrpx During play after you houc '■fired 1 a 
piece, place one ot the red chips on top of the 
fired oiett to indicate that it may not be moved 
again during that turn. Since the chips are 
transparant you will be able to recognize your 
own units underneath them. After art opponent's 
target piece has rBceivnd B result of D (or OD} 
invert his pjece and again place a red chip on top 
of the inverted piece. Alter you have Hied and 
moved, remove all chip* from your pieces, includ- 
ing those which were placed on your pieces by 
fire from your opponent. Remember, you may 
nol invert a dispersed piece in the turn In which 
you have removed a chip from on top of ft. In 
the event that an inverted piece rdteivKs fire and 
a result of D {not DD where it would be 
removed} a chip is placed back on top of the 
piece, thereby denying Its use for another turn. 

The advantages of this system ars that you con 
easiiv keep DAktik of fired and dispersed pieces 
and can keep a pie&e pinned down bv I ■ r t .- . 

John Jacobson 
103-19 Seaview Ave, 
Brooklyn, M«Y, 11236 

Skt; 

The Central Ohio Wergaming Association will 
hold its third annual summer convention. The 
purpose of this telle* is to be sure to get moss 
exposure The date is tentatively set on July 10. 
however the convention will be July or August, 
For more definite details which will be concrete 
by the time this notice would appear in your 
notices,, a stamped S-A.E- should be sent to me. 
We'll be featuring AH and E&T hoard gamer., 
game rte*ign, Naval - PJapoteomc-WWIl - Ameri- 
can Civil War Miniatures, and just about anytliiny 
else that turns up. Thank you fur any z 



Dear Sir: 

Please find enclosed the Avalon Hill "Club 
Registration" organized for the Boys of the 
Salvation Army Boys HomCj Kmgsland Road, 
Bexley North, in the stare of New South Wales. 
Australia. BesHey North is a suburb of Sydney. 

As we have the facilities at the home for targe 
groups, we are hoping that we will he able to 
encourage the estabhshment of other groups in 
the Sydney fefH utilizing our facilities for tounia- 
ments, etc* 

Our newsletter, fflabd and Ftrfi l is nor as 
sanguine 9 tftte ai might appear at lirst. Blood 
and Fire is the Salvation Army's motto — the 



Blood of Christ n Blood- the Fire of faith = Fir*. 
therefore Blood and Fire. 

We have thirty-two members divided into three 
divisions, Primary - tar primary school boys, 
High School and Adult {.three adults at present*. 

Until the boys become battel organized, I will 
act as president; the rank used is a Salvation 
Army rank, not a club one. I am one of the 
"Boys Officer", m adult on the staff of the 
horna. 

Wishing you all the best. 
Bud Cole 
Color Sgl. 






The following games, some king since out ot 
stock, have been returned fo Avalon Hill for 
refurbishing and resale. Tu arid one ot more to 
your collection, this form provides you with tha 
opportunity to bid tor them at what they might 
be worth to yog. 

The number in parens Indicates the number of 
games aue<lahre_ All you do is to write in your 
bid on the proper blank line and mail this FORM 
lor a facsimile} along with a check or money 
order covering your bid. We will pay poslaiie and 
handling. 

The games will he sold to the highest bidders 

Unfilled Orders and checks (or money orders) 
■<.'.'ili be returned in full, 

Order deadline is August 15, 1371. All highest 
bids will be promptly filled and shipped on ot 
about August 16, 1971. 



AUCTION ORDER FORM - 
$5,00 per game minimum bid 

1961 Civil Wnr [3] Bid $ 

1958 Dispatcher (2| Bid $ 

1959 Gettysburg "Bat deli eld" version, sold only 
at Gettyshiirg for £2.49 (1] Bid S 

1963 Imagination (children's game! |4| Bid S 

!96T Management (21 Bid S 

1961 Nteuchess (2f Bid $ 

1959 Original Verdict (2) Bid S 

1961 Vcrdint II (2) Bid S 



1961 Original Word Power |7| Bid $ 

JZ AuWiMnii i 1 ,000 private label games printed 

for Westinghouse Television never sold over 

the counter! (4) r^d $ 

Mail Auction Order Form with chuck or money 
order hy August f5 r 1971 to "Auction," The 
Avalon Hill Company, All low bids returned «o 
full. 

IMFUHTANT Adrireas your order to "AUC- 
TION," o/o Avalon Hill, 4517 Harfotd Road, 
Baltimore, Maryland 21254, Write '"Auction" on 
the face of your cbtek or money order_ Mail 
briom Augusi 15, 1971. 



Mr. Donald Wolff 
1209 Humty Drive 
Columbus, Ohio 43221 



Contest No. 44 



This month's contest finds Rommel outside or 
the Tobruch defenses on his second May Turn. 
AH units dre ihown eacept; 
German: 15th Panzer division at Msus,. Rommel 

Unit et German Home Base 
British: Supply Unit No. 7 at British Horn* 

Base. 

Your objective di the German commander is to 
initiate an attack plan that will enable you to 
capture Tobruk before the errival of the British 
Jurttf riiiiilomwniunts. Combat and movement are 
limited to whole squares shown in the diagram 
above. 

Simply Put the ijniin' cumbal-rrkoveinent fac- 
tors in the desired locations and write itiB battla 
odds and Attack order in the accompanying chart. 



iMPORTANT: Circle all units that you wish to 
advenes After combat Indicate units th*tt do not 
move by drawing an "X" over them Contest 
deadline is August 15, 1971. 



Combai Chart 


defender 


odd* 


order 


•lift 






41/7 






41/11 






3/3 






7A/1 






7 A/2 






7/3L Mo I. 






gA/JO 






22,'Gd* 






Pol/Csrp, 








Headlines of 3 Best Articles: 



Street Address . 



City - 



.Sip. 



The Question Box 



LUFTWAFFE 

0- According la the STRATKCIC TARGFT OH 
VARIATION inle. the Gemum playei has oil 
problem* 2 out of 5 times or 4 out of 5 times. 
Because the allie* wrre unsure of ihc BUCC3& of any 
of Llit StuLeijiK target, v. wouldn't ■( Iiavc been, more 
redlisti-c to reverse ihc warding of this rule? 
A. Yes- We imcnded for the Gernun pkyer to 
have >ijs ail supply secured the majunty ol the 
times and niiijwurdeil our in.t-lrut.liuitt,, Hie driiwinit 

of the nil L-mmttT should HMtifl he h»& ha oil 

shortage, 

0- When li homhing tmd destroys, a city which has 

a base in (he tame square, are both ol" litem 

tliminjtea? 

A. No The olty Jiiil nil industries within It are 

destroyed, hut the base \\ a wpaiate laig,<l and 

cannot be destroyed unless j yjecH'ie mission had 

been designated lo destroy (lie base. 

Q. It 3 haw is destroyed during Ihe pluy of a 

Tournament or Advance I y.^ rnc , hnw long doe* it 

itrnuiii out of action? 

A. Only fur The remainder of thai dUarteT. 



Q_ |ffl haM is destroyed jnd It «as ItiL-iiiud in [he 
same square a« a city, in the city destroyed also? 
A. No, 

(J. When bomber* and lighten fly over p city with 
AA, which plane;, are given up at. losses to AA Hrc? 
A. TMi German player has the option to pick 
whichever type of lighter or type of fJomber he 
wants to be the casually. 

Q. To t&mpli With the DIRECT ROUTL" rule, 
must bombers slar! from the R line point closest lo 
thdr respective target* and fly a straight line? 
A_ No. I'he bombiis may st^rt from any point 
behind i!'l' R line which wifl permit the majority of 
them to stay together throughout most of their 
flighU The number of squares between departure 
poinl and iargel might be one Or two my re lliarl 
the shortest rouU' hW if ii does nor miso the 
bomber going there lo *tay in the air an extra turn. 
ht! may fly ihc \lighlly lunger route, 
Q. When playing OFLKATtON CL'SlLK. does the 
American use u\\ hisTuLErnatneni £amc j lurcus ur all 
the Advanced game forces, and jjte the HLick units 






25c 



Discount 
Coupon 



JUIY-MJG 71 

Each coupon /i worth 25 c#nii: Wow- 
erar, rpo /ess tfwrt 4 coupons can be itsod in any 
nne purchase. Ofttefn rmceived accompanied hy 
three coupons or less wilt be returned unf/Ved, 
Any number dbove 4 may 6e used m any single 
purchase. Mo photasiars pieass . . . 



25<t 



25c 



GOOD TOWARD THE PURCHASE OF ALL PRODUCTS 



25c 



Opponents 
Wanted 



STATE 



We're pxparienuing growing pains. Mure suOicriiwrs means mom Want Ad&< Wv just i/on't have the space 
for every subscriber to wax rhetorical as in the past. To make it easier, and mors meaningful for ai 
concerned, we introduce the Minr-ad- At/ you do ts strike oot the vvords provided behw rnaf efo no; 
apply. 

1} Print your niiy ar>d Hate in Box A ahoue 

2) Cro« out word* and phrases below not auphtable, 

3) Insert copy wlieru reuuirvdl on lines provided- 
4] Print your name and addr^s where indicated. 
We rjrinrtt hst specific items tor saJe or trade. Interested 
Putins must write you direct for complete details. 



I am: novice, average, expert player of: high school, college, 
adult age desiring: FTF and/or PBM opponents for 
, Also seek 



members for. 



[[ I3T CI-liJR) 



Will trade or sell games. Please reply to: 



NAME (in all caps). 



STREET, 



.PHDNE. 



CITY 



STATE. 



ZIP 



AH Arft must he on a special printed form; those received thet are not wiH nnt he ficcepted. 



nn Otfi L:;ird used also' 1 

A. The AiinriiL,:ui player u*es .iil Advanced game 

forces bat does not ofia any Mock uiJ&a. 

Q. When Jetd ur roekets iillatk ir^orted honihiris. 
tjii tKcy ignore (he tELOrlF, and ho direcliv foi the 

pombvrs? 
A. No. 

Q, When! do Gerinun remtortiarnents come into 
plsy on the board? 

A Any bust lilt Gcutiuti pluytr Jeiirei to Us* 
providing uu hu^e hoki:? more than one unit 

Q. Cjji C$$S£ escoil Hslilcra fire on jttiiuKtnK 

flghieri during the \\Uw> kin? fighters turn? 

A. No. 

Q. May missions he aborted at my [hie? 

A. No. 

0. If Shuttle ruideri art s-bol down while operating 
oui of Ru-om us Lhfir hi>mc bjise, is the right to 
shuttle lost'.' 
A, No, 

(J. Wht'n German lighters attack close escort tight- 
en, do the bombers lift to lire on the Germans if 
rio honiber Insses ;ire in furred"? 
A, Nq- 

Q- L^dcs the He 163 hive to land on the sime base 

rn the wune turn it takes off. at can it fly a total ft! 

1 8 squares 1 . 1 

A. It Hies 18 vqujrus and may land at any He 162 

or Me 262 base, 

Q. 1T4 RK centers survive, how often can they be 

used tti bring in RK utilk? 

A. Only one*-. 

Q. I)(^e^ AA fire Lin ptniie* psiising over or stopping 

on a tity even though they don't bomb'? 

A. Yes, 



PAM/LRBLIT/ 

Q, If a foil ii ucLiipied. can enemy uniU travel 

directly throuiih tlut sujuaru? 

A. No They rrwy movii OBtM Hie tOTt in nnc 

turn, but they cannot move oil" until the ne*l 

turn, 

0. If fhcre are three German units- ut a tort, can 

rliere also he three German units mt that fort? 

A. Yes. Or two Russian units. 

+ When unit* enter the game board, may they 

start on Hie pnrliJil edge fusees? 

A. Vi^ 

Q T If the Germans have to get nniii onto boaril 

2. for tfftainple t to satisfy v<clory condition^ are 

the units i!ui are un -ijumil"- that arc haif on 

board 2 and tiall on another board considered on 

btjard 2? 

A. No. 

Q. If a unit moves touts a minelleld and survives 
the "ftttatilt,* 1 ran it jit tn c k in that turn'! 
A, No. On Un? ni'M turn, it may move, liie, or 
BjtpGlllfl ovenun or CAT attacks. It may remain 
on the minefield without suffering further "at- 
tacks." 

Q. In, Situation No 5, dn all German uniis have 
to move off the east side of board 21 
A. No. But before any given unit ean count 
(Award tru: victory conditions, ii must leave and 
stay off tor the thiee complete turns. 
Q. May wagons move from a gully lo a slope 
.square? 

A. Yes. Any unit tun always move one ajuaie, 
regardless «f movemenl limits hslcd on the TEC. 
Forbidden movements ■££ still loibiddcii: arnior 
cannot move into swamps. 

Q. Are t^vatry considered "vehicles'" on the 
TEC? 

A. Ye.s. exee.pt that they can pa-ti through green 
heJt side> witliout wal, 

Q. Since units in tnwns arrd torts arc treated as 
aruiov lnrH>;t!i, tan Lhcy t«= attaLkcd by 1 umU 
that are two squares away? 
A_ No_ 

Q. If two engineer units are adjacent to a 

nuneiield. can they "attack' 1 it 1wi.ee in one tnrnV 

A, Y<a. 

Q. fan truck* and wagons spot? 

A. Yfc. 

Q, Can a earner move after it has unloaded if it 

has MK left? 

A. Yei 

Q. If a defendinx unit £ets * DD and then a D^it 

the samo lum, is it olintinatcd? 

A No. Just dispcrse-d. 

0- Can Iwu carriers unload on the same square? 
*. Yes. 



Q. In Situation No. 9. the card calK Tor 4 

Russian I 20mm. Is this connect? 

A. No. Ihey =-..■■ ■■.!!-_! have tluee. 

Q. (n Sitiiidion No. 12. the L.irJ m\h Ibi 

German wagons, but there are uniy four provided 

with the game, 

A Use •■'.:■---,;■ wagoiW for the olhei i. 

Q. Can CAT be used a^niiM units; thai are on a 

mint 1 fit' Id? 

A. No. 

Q- l."aii you explain "siiollinii" more? 
A. There an: \'our things to keep in mind. Fir^t 
since firing occurs prior lo movemenl, a spottius 
u nil. must be in place at the t^mnmnE of ii lurn H 
It cannot move into position and ;,poi for Tiring 
in the same turn. Second, even after * unit is 
spotted, the J mug unit must ^till have a clear 
line^of-nre lo the mr&tft (unless the oplional 
Indirect Fire rule is being used). Third, if the 
spotting Hint moves away, fue mny no longer be 
,i:i--- '■■•.■ at units thai were previously spotted 
Fourth, if you are using tlu* Indirect Fire rule, 
the CP must be able to "see" the sputtiug uniu 
Q. If armor is carrying units, which are attacked 
and di&pci^d. what happeiit'f 
A. Tte armor may carry Uwm ulcus on the nest 
turn, but the d^anftS unitv cannot unload, 

Q. In Situation No. K tt atnies that C'P'a niay 
only ^po^ t'nr l.7ilmm inlortars tvjth 4 hesesi. 
Does this reler to the enemy wtihin 4 squares oi 
the I20iiiiii mortars? 

A. The CP'a nuts! he within 4 vm&& of the 
I JO's to SpO*. 

Q, Can overrun [tll^cks be condik-ted on a unit 

on a sljtfam fi>rd? 

A. Yes. 3 stream ford is considered h plain 

w]uare. 



Ll-UAV questions and answers to dale: 

Q. May AJIied units move beyond the l7-sn;uarr 
supply hunt? 

A. Ne-vei, OLtvpt fvi parairoop units, which are 
thun isolated. 

Q. Can uolated paiatioop units "jump"? 

A. Nu. They must be supplied iirst 

Q- Can paiahoop units move before Uiey 

"jump"'' 
A. Yes 

O- May parairoop unitt, land on the dyke? 
A. No. 

Q. May units slop 011 the dyke? 
A. Yes. 



Q May !hc A Hie* make a SAC attack against 
units in the ZOC of Allied gruund units? 
A. No. 

i}. May the Allies make unly a SAC Eilluck on 

the first turn and make tiie troop invasion 01 

some later turn? 

A. No. The invasion must (joitie on the first 

turn, 

0- If tt of the units on a square aie eliminated 
u) a SAC ailack, are the remaining units im 
mobilized? 
A. No. 



O. What art the Osfla counters for 1 ^ 

A, OrJsinally they were meant tor substitute 

counters I'he substitution did not save time: so 

the idea w»s dropped. 

Q. Can one friendly unit move into an enemy 

20C land attack no uniO while a second [Ytendl> 

unit attacks ine enemy unit? 

A. No. All units in enemy IOC MUST attack 

some enemy unit. 

(J. Mav a unit in a surrounded tortrc^ move one 

r^iuure out of the fortress into a vacant squaiu 

and then attack only (he t.:nemy units it fa 

adjacent toV 

A. Y«. 

Q. II the fiTst Allied invasion is a failure, do the 
German units move in the intervening weeks 
before the second invasion? 
A. Yes. IT the Geimam; pushed the Allies off the 
continent in the third week, for instance, they 
could mow their units frve times. The Allies 
could, of course, make a SAC attack at the end 
of any of the five moves. 
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PANZER FAUST Magazine claims that Stalingrad 
remains "the top interest-keeper among the hard 
care game fanatics." As such they plan to publish 
a special Stalingrad Strategy Booklet that will 
feature the best articles of all time on the 
subject. Only the "classic" articles will be in- 
cluded. The General is honored to be asked to 
contribute some of the classics that date back to 
the very first volume. The booklet will be 
approximately 50 75 pages upon completion; in- 
quiries should be made to their staff at 124 
Warren Street, Sayre, Penna. 18840 



TIME GROWS NEAR for the IFW's 4th Annual 
Lake Geneva Convention, which is going to be 
held August 21 and 22 at Lake Geneva, Much of 
the convention activities are centered around the 
armored fighting vehicle in miniatures matches 
and board games. Also, displays and dioramas of 
AFV's will be judged, with the best models 
receiving an inscribed trophy. Pre registration is 
advised if you plan to attend. Write Len Lakofka, 
1806 M. Richmond St., Chicago, III. 60647 (312) 
342-6857. 



A NEW PUBLICATION for miniatures buffs, The 
Wargamer, is available at 2717 Elnora St., 
Wheaton, Md. 20902. Published six times a year, 
subscriptions are a very reasonable S3. Also in 
our mailbox this month was an issue of AFV G2, 
a monthly magazine for armor enthusiasts. This 
publication covers AFV's for modelers, historians, 
and wargamers. Rates are £5.00 a year from 
AFV-G2, P.O. Box 293, La Puenta, Cal. 91747. 



The SICL will be throwing the "largest wargame 
tournament in the history of the hobby." The 
total prize list will be in the $600.00* area, wilb 
23 total prizes. First prize is S150.0O+ trophy 
+medal. The entry fee is $5,00 for SICL mem- 
bers, $10.00 for non-members. Also, any non- 
SICL contestant who enters the tourney will 
receive a FREE SICL membership upon request. 
Registration deadline is November 30, 1971. Send 
all enquiries and fees to: Spartan International, 
Inc., 5820 John Ave., Long Beach, Calif. 90805, 



NEBULA 19, a simulation of interstellar warfare, 
is being published in a limited edition by Harry 
Mishler. Billed as a playable game for wargamers- 
cunvscience fiction buffs, it features simultaneous 
3d movement, no luck factors, and professionally 
printed game components. It is available, for 
$3.50, at Mr. Mishler's Box 2626, La Mesa, Calif. 




'i'ENSIQN mounts during llw Final Ruitnd match 
between All's Randy Reed (left) and IGB's Dart 
Roberts (right). The SICL was sponsor of the 
tourney held on board the U.S.S. Massachusetts, 
Fall River, Mass. 



SPARTA'S East Coast Convention, held June 5-6, 
attracted a crowd of over 150 for the two day 
event. The unusual location of the activities {the 
battleship USS Massachusetts) created much 
"flavor" and nostalgia. The activities and gaming 
tournaments generated a great deal of curiosity 
and interest among the large tourist crowd visit- 
ing the ship. Tension ran especially high during 
the playoff rounds of the Avalon Hill tourney as 
illustrated in the above picture. The photo cap- 
tures the moment of victory for Dave Roberts 
(right), the eventual tourney winner, over AH's 
agonized convention representative (left). Sorry 
AH, no trophy to put next to the baseball awards 
in the office trophy case, 



While on the subject, the SICL's Fourth Annual 
West Coast Convention is being held this year at 
Curry Village in majestic Yosemite National Park. 
The activities planned will take ptece Sunday and 
Labor Day, Sept. 5 and 6. "Yosemite Con is not 
only a wargaming convention, but a vacation to 
be enjoyed" writes Con chairman Dan Hoffbauer. 
For more information, address all inquiries to Dan 
al 4749 Denny Ave., North Hollywood, Calif. 
91602. 



OF THE ENTRANTS IN CONTEST NO. 43 
these ten individuals were deemed most correct by 
our contest staff: Jack Donovan, Dolton, III.; Peter 



Duke, Woodland Hills, Calif.; Hank Helley, 
Tucson, Ariz.; Peter Lewis, San Francisco, Calif.; 
L.R. McAneny, Silver Spring, Md.; Mike Marshall, 
Mobile, Ala.; Keith Sasaki, East L.A., Calif.; Alan 
ScholJ, Belleair Shores, Fla.; Tim Tilson, Sault 
Ste. Marie, Mich.; and Chris Vestuto, Thousand 
Oaks, Calif. 



THE FIVE BEST ARTICLES in last issue were: 
Panzerbliu Situation 13, by Tom Olcson, Exploit- 
ing the Initiative in Bulge, by Don Lowry; Random 
Thoughts. ... by Len Lakofka, Gettysburg, What 
Price Victory'/', by Alan Augenbraun; and Daniel 
Lee's An/io I — Defense Plan Alpha. Congrats and a 
toot on the old bugle to these gentlemen. 



CONTEST NO, 43 was, more than anything else, 
a demonstration of one of the cardinal axioms of 
Avalon Hill gaming: KNOW YOUR RULES! 

If you are knowledgeable with the rules to 
Waterloo \i would have been immediately ap- 
parent that both Brause and Langen are not, as it 
first appears, doubled. That being the case, it 
becomes an elementary problem of arranging two 
3-1's and s soak oil. 

These divisions are not doubled because of two 
different, albeit obscure, rules. In Brause's case, 
this division is not doubled because^ river square 
is defined as a square "through which a river line 
crosses any two sides of the hexagon." Langen is 
not doubled because it, like its attackers, is also 
resting on a river square. What seems to be a very 
strong defensive line is in fact an illusion, 

Therefore, while there was some variation in 
execution the solution below reflects the best 
balance between French and PAA losses and a 
tactically "clean" final disposition. 
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SSp Unit 


Odds 


J^i-JjF; Brause 


3 1 


ISkiJs Langen 


3-1 


j, y Stulpnagel 


... 


Sk- Picton 


1-7 


1 SE^ 


soak-off 


Steadman 


... 


i ^ X - Gey 


6-1 
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T4H-^fi0i.l 

Nlri-i! inrtnrrirni-r,] r-kl/ In, hhkl.- b!^,nL'1. At 

SOi*J Alio irtnl iMLk liwts ATftffl Cih'i 
1 1 ... i .Trii.ir. iL'-i'i I'nr'i'. HJfl Mm,- Csurti 

Ugffur, Uu JlKltJ. 

A-F4iCffB pbyrr (rf~ opdttp *fe dvui nj FTF 
ij Pt'ini! m^ fnr AX, h*1. JM ^riM! li'" Gfini, 
1^4^ Ctirt Si., HwivuLiiiu, Hi-nl 0*4X3. 

i4i-:n^ 

Akrriifi- p|jy[[ ul l.ijl. i^tiMMl ict .kiNiiii JTI 
of-poncntf (a-i AH ind (,'ompu f-cr WBijiimci' APjo 
Ett. Bk L nit»iri 4'ir IF* WUI lni3( H id3 Ritn^ 
km W dW W y mJfr ''.Piii Si 4 . ^.mpj. ijjnn 

BJftJI, 4n6-4fiOB- 

itui '■.,-.i' -:i .■ i i'm -: I --■■ ■ ■in.vi'i.v.ii. "i . 

Bin-V Unr. Park Knlj:r. II Wif)r. M ffj^j 

ktCIAfC l^ljjil III IH]Jl MljLFjl J;fC liEIUIIIf 11J.H 

Li n H>nn.b ft™ TuLIki [I. GlmJ. AK Climk 
UmcWh, II JO N. Lijirtki &i„ Tirt », 

Cri.LMfri, 111. lSWIJ. 

Aveiecr pliyer ^ ifrult ijc J-rji rit I'BH 
Off an<nl. 1 '- lac AnJiu, MiJ^-af, JucUnil. |UH 
Fr»rqlt FWrtU. 718 KifflLifti S*„ QiK ftlJK, 111 

0O3«M B4t-4'H|la. 

A'inicH Neu iTr ii^vt I'l-irm-inijiiini iri gpni 
LihuJfltin. Will JrnLira. lieile Julnuriir lu hurupr 
Ut - fcni WlnU War II tpn'LiI nuurir ntfuui! 

eiiiiif' tCrrLn Sllnuk. J frimrott Line, rjirr^* 

rUll, III. t-210>>. 

Ptatitii SEyt? ul jdull Zk fltwmi Pjjff 
opfKininK Tor IilI.k II. Mob rjiiatflpj', FAolLuiL 
Cbntt, Ploji FmdJl, Cn«l. BrixkHtru WHL mi\e 
m It* F"^r Uu G. Minn-Ik., f-. 3« 1, 

Hiii^kfer.lll. n03M. I.BI5|Ji<j-74i; 

Avfrapr pLi.x/ >nf Htfi kIhwi mj: dnini>E FTF 

oppaiicnlf fcr Puircitillt. Mld*uV. ibjlinlist!. 

Alie Wei ncrnhcn lu: Ivnnlni. ■ rliib Bf ituninj 

qitfi J« LiffHI. I ^k" 1 LqJ'oIj, ChiL-jju. ILL Gfl&h 

S-rj-iTOi.. 

Av«ii|r piiytr of co-iicp; i|£ iiryrini FTF w\<ltoT 

FHM ii[ijinNC3i Li Flu B-IiIj aiul I uMw*rii: ui fnuii. 
Fir«l WriL- M «3L> Lwioi St.. Lvi.itU.in. LU 

MI3H.fiT-9..WI? 

rlsm.r ptiycr ,:f Lijilcitf d«c dc«innr I'BM 
.:pi"-iirii!. '.'i H-CIIm dl ftni*,!i. KM J^n-I. 
*nd -Stmrtv I 1E4II. fcilhtr ii«c ip ill S>1*phcn 
VniMlrk "y Vib S, Kiw F.niiintf Aw., lThic«fju, III. 

fifleAA 

Hm\a hJjjJi uhrwl igr deiirinj! fBM uppcnerHi. 
f™ IVDw. Piqwrljlilj Will lT=ikr nr wll rjmr* 

KctIh IdbiiHii. +S2B W ftriiuLrtt St. Cbunro. 

ill mm HT-aaM 

A'fWr pf*yCf or hn±i uSiftul «c dmnrn FTF 
uppnii*nu J»r NumUBflmrt Lflnl= VrfpHn. ?kl» 
W ^Bihi^n Si., IJiemiij, 111. r.mOI, JjTTlrhB. 

"WOI ma> > 

71 7 Run 

(i^Vljii31 

A^cihit pLiftj ul L[illrtfi iff dninriH PTK 

uppgp(iit> fni All mnti Also ttrii iiiLirititii [«i 

LPi flxh*rd Lottt_ ?»? Ve^Q St. E*.fnru„. 

ill M13H. 8<iM03S 

AicriBi |wjy*i nf hip\ wldiiol j|« d*nnri| H i" 
.dnd.fEii FUM nBWmH '°t Sd*J. PUfllh, AR 
li, Mini't AJif> t«H rnrrripiB rw FuHirw 

f.rrmJiu Bnpilr *jl| vlt llim Mlkr Kelly. 
Mtt i Rnvnailii U. rarpj-rlrrwillr. Ill otlllfl. 

4:»:ifj7 

ArEiajrc pUrti Jl hieti wkuoi ikl dturinit PUU 
oppononii lor Mtm, LiU*dimiUI. Mtl Bit&r 
p-fiiui e h -i, i L i, ii_ JontuiB* Br*f4A, \2N 
Auiuici Si. . Quit Pult, IB 60JOJ, IjjfjMW; 

N'ovkc vlBfci of tiitft xhcwl a« dtMnni FTT 
upjioiH-n li fur Cmdilunnl, Eulp. P Blilt. Will 
IrtBr oi i*l] jun*'. tiltvi P*l«rsdri. ^Jw LiwmUt* 

\.r , «i,n.-ll.-. HI liilUUI .? . iWifi 

AVETipc p4iy-«r ji iiji ^i.i.j.i; j.>- d-urinc F I'F 
Brifelgl MlW gpfOOBM rr-r An?m. B-kii-jt. 
I. i>u"i- P-BHU. liNiiPii Alw "ri mrnnbrr. ftn- 

l.mlp^i^c, tr.L H^c« L .. 4fl-IJ Mmn-i^nlc St. 

bFwniinfior,. Ind. 47^1. :0:-r.5J.t 



llPPflHEHTS WAHTED 

Mliy, FiU bnwn*J> iU, (Bipmierwiik. ul 

Ml I 10 _ 

taMki: pLaycl 3P lilutl ngd MtLUfiJ MM 

iippiiiH-iih Irir iWUnliin hill fjinlil, T"T 1 Hj|lr 

Art.. AJJ.JOiy III iAlirjl 

AirUfc [iLdjn Lif high iLlitifl sft llr-siilflj: JTI 
vpcKHVi'iili tot ?jn«rblilj. Kjr>k, MtTttUM 
A|ilo uak iwiKbiw ft» ipnnf3'i*l«i Email 
tSCIflll Du m '"'■! Bfi i I m Ji- Lmw, 
&priH|fL<ld . III. t>naf, i-'SJMU 

Airi.[i [ili'i-i in . il'.'ii. r. ik.iNiir I II 
..flUHW-lU fi» (•-,.. i, riHifr. ^fi"*J. H-!>*t . BhIji- 
OmiIm Millikti. ill! 5iuhel, U icm Bt, 

tUcwmiriiMn Ifld 414|>l. i; j <-'W.^ 

N*vk^ wnin-i rBSf >GmJ Wl|I kirn nlhcri 
hillic; miL' All itfllx. .prjinpllr ■iniv.iFTJl I'uriJ 
Win.1, K H J. Iwm Mjnsn Apt U, Lufunon, 
InJ -lr^'.-2 

A 1 , crj.pi. plij-cr dl LTJIIUJ* ifc!' J,' ■ .||I.,1 ul- 
nppyilirnm for AK. fcilfr P-KpVt M r Whiklit*. 
III. W Itml Okd Rd WwIluijeu.. Lu! J7SQ1 

Utl!M ^M-tlJJ ^_^^^_^^ 

T/Tr^TTl^TT^iji^liih nihA«.l iih dT-onni rir 
jMiJjiir PBM pjiPBiK'tli fur ill ^■lifjiipn-i Al»! 
K(Jt nii'nit<fi f«r BcvsrlV Stiom l^tfrw i. lu*. 

Lhrrrf KiUK', Hd« Xp> BrtrllV Bb[-r, lid 

*6301, 172-tOba 

St** Tnetnhen f'n» IfliMiuunioh Ppiinminn al 
Wnrpinump liilip 6 WikurTi ft. R. 4 PfciJ. I?7. 

HooM.Wi ?W3fc. ?15-i3;-:^.j7 
AtECfEi Ljhj'ii" ijf krtli M-huyi he JTHrmi fliM 
u-PHQjiv'fid f»r P-HILt/, "[itc II. S-'Chid Crcc Lkti 
IJ-A ^bprifl-iri Ave, Furl Kitgy. Kafms. rjiVH-. 
ErpHt rUyur Qi" tolwiw naj! drmtPJ FTP 
oppi'TTli Tar BuKf. Aniio. n-BM*. ti='ry, 
D-Diy. I«ri4. HUP. Bl«, BiHr. VC.md. t.-W*Hr 

Ah-i m l „.,,„-l,.^ I..r ..mnuinrvl *lt> Will l.«.lr 

hi ,.■:> pm >i.n. > i hi i.i !SB r i. i.i si. 
W^hn*. K^rmi [.11 IT, «4,i-0JOS 
Av4r^E >Lyti of ktfJi h;hool ifc Jf-'innr l"l> 
EHJBBiwnfcj In* AK ikwi. -Hui-In: Huim. ^M^ 
iotwwl SI- WiiWiWwu. Ul 'UIH.Jt.HfSU 1 . 
Fi;pBi pla^r ql ndul! •ft dimr.r* FTP 
t^pjjnenir fur ill n\i *i«i %IlT (puma. AM MtE 

irwfnt^rs for Ken* wirin* Wirgjirnri Hirh«rii 
ri^m, Slid AllrcJ Si . MkHi Mbh Jj TtMai 

nHh-im? 

TEIM i In:!.:- AL«.j *.j.iiI lc tiiLi- A Ihcu. in u nv 
■Jr=T(Eimcr' 'h M)l!blUL-k«l. Milne itc* Very 
draprrMt ("at tflV info on <w« nVirj^uncj. Ho 
Miert undtuwtfed. tn.1 WtqOJil, H' Ml^hifdil e%i 
M illlm^Ltfl. Mairm 04401. 

Ihlfiftl Group Eilf&iWK \nfBfrnaf f-'Ji-IUct 
Ill Um L Uj Jill uinmn f*i|l 11n.^fi^ fm pcSm] 

■trice Snf pan ^»d Fm iiulliii Hil Opon 
■ .•-ii -— In ijii *i.fi..i ICD 4MB OlcB FHt K-i 
SiJUi.HJ. Ji:>6 

HDHKj; pfc»lrct d«'Klll£ 1'UM flipjumd-mi loi AH. 

HuIfjt w.ii intte nr wll prnts iolin MuLnm-i.. 
1 1 *Q"* fcinid Lir , IroiwiLK, Md, jQjj4 r jO»vifO 
MMta ptsynf lif iiu^. ■) 4 -|tpol age d«innf. ^F 
oppoiKnti lor HiiikrKg,. Ifl" iniiMHrilh w-'in 

Iradc fjrrri ALul Hj/cs Nki licnc Ate 

Sili^ur,, MrLJiAai. T4Q-74S* 
Awnrj: player; H frT oU. SlSEi riJ-M 
opfflnffiii Inr KKumntl Will wit jmrn^ fem A 
HiiuOri, flHJ MonliMT Rd., Kodknllri, HDL 



OPPONENTS WnHTED 

Avrraip- pljjwr nf h¥li irhool vp d-rUrlnj PftM 

■ l£i|Mluc±llil fill ^1jllll(ljd. IVlll ljulV Ul tell fjUEl 

[J\iu(ln Srlsun. .Ml Ibu.rJni^ A» Nt. 

Hipntaptiiii. Mm» t54:T , 

A.iip HfHf rri uduic aRr d*i*r.p K HfH 
■SWMFf MM Muwir Dcflrudmiii d AH Will 

Iij.Ll ur ..I smmk. 3d;. H-i^-.-r, Jr. UU Uoon 

K , PV^l a, Wn J3CCT*. 114AW.7 gCft, 

<■ :■ ij% - plj-jrrr -ji idulr j|j< JcMrLr.e FBU 
nprrnnRrih for PjnjmhJiU frrwy A Willnrrm ILXi 
WJi SL. WLiiii.ilk. Mi^uii. nJ3ri5 
Will badt fit »U (ubci.. Cutrtek DhtuDcib 1 It. 

i ■ ■■■ H«k St, u-u.1 run PUiMjI W?W. 

Jjr. J.TS 

Awra-jir fl»yiir pf njrn s*««ii ■*** driinnp FTF 
milit PU« ofponanli IH eiilzkrwd. WhI.tIm. 
Aii in III LH LitHiircMie. I6fj»l Huilfn CUfle. 

S..ulhfirlil MilIi 4.N1V. .'7J?(gjl 

Awrrafr [Uayn uf nilL?|np apr ilfuiih^ KIP jnd 

l"HM u fflan g fl i "ii il k.'i-.E K-Spui. I'-utiti. 
C-fitltti r>DBY, 1914. AK. WU-i. JulUJ 
Hltl^el OuLiI, Bcjl 101.7. HI.0HMI&. Mft 

AKrup. nljycr of rijrti Khuiil iff Juiunnf FTl : 
.aaJ/fir PBM *f (KMenit for nn»i prWJ- AI"J (car: 
rrwmhim fin |Tfd Pannr ItalUuii fclr'r Irjlnii/in. 

IIoj. Jfi'i. Hi-iti. Finiii 5^7|p. V-W-HM* 

lAimrl Dbyur o-l lUlult ifc dniili* J'HM 
ppiHUicrtl.'i fm fJii1ik*k'j; n Bultr. Alt.lu kaipi 
SUM Huftlwrt, il I in Hnnlnrii i|-. Hull- Mnn1 

JolOI, TQI-lill 

AVtrj[jt pijy*r Ol ikdulE iff deurmi PT»: 
WlWm'nll «kr MWn, l-WjifTr. rl.r fAII *H 

UnMl v.. -fit rMSpd I Will l.H,lr ■ -II J..IT, 

■hmi M Muiuliy. 149 I Lbjjj 3i WrdtHrkru. 
IkktHHl pl*V>ii nl unlfc-Bi! rifc? drt.rjRi K| > o.niJ.'rir 

Pblnl oppMcnU lor all AH & Poullrvn Prn* 

|a«vt. Al'.'i «^vfc nifiihtnuy lor LifWn ApfltDF 
Inhfi F ^lurwh. 74t< Lfxln^lar *tr, Itruj,- 
Cliy. MJ ffTMJ, »U^1M 

AtiTifr pliytr uf nillrpr ifr druniif. fTF 
■.Vl->.b.,V fOT &<il«d. AK, W-L.K, 1.1-W ,i JuJ.h 
GiuelII. HI Na JrJTcEiufi Si.. fii*iui N J 

0TQ5Q, t,T^;Qf>7 . . _ 

tif^ri pl»ycr nl h3S **e d^ifiitf FTK amJi'dr 
PBM wpnrifMi for HiiIr*. WbIetIoii, H" Jofc 
[Jc4pil0, M.'L*jn il, K.0 Utnk, N J ami. 



pliyt 1 ! at iduil 1(0 ilea 
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fui AK. 



HuLp hlu 



A*n«jp 


,.i. ; ., : .•! 
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dtattni 
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OPiHuwnti 


i Idr AK, 


BulK, 


Umd. 
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wjffe, 




t'DjiliMy i 


iBUv 


i.i. 


Ail. CL. 


Aacjt 


land, in 


HBl, JM-3U0 









■-.u:'l vir.- t.' F .iiuvfi j! -"' ilif wwji 

ilir 11 S". 11" yrm nih . I *m Phm pninwj m 

,|«j«-, r |j(j|i if, ACr^rl fl'fn Jw *VA) Wrirf 
F'.ri/r - LhX i'ul I.l-jI..'!.-. Mji tr.<i, „ fjTk u.llM, Mi": 



n-c^. b^POK) Hflpw Witinijij 

CtUrHaO. Sfotk MjfJtel. KoLti t M McttnJtj.. 
Ilihi-D HttLt fid.. F*ti mMik. Hd. :DJJ5. 
r^7^ ;jij. 

rW«6* ?l»yf "I wllffr ogr uVwhnB |; "■ 
opromnili Tor Bulf». AK. SJ.u-jJ. i'Ha in.iu- 
tdwai-jj N Piliici:, It, J Mm Hit., 4' Aciorn,, 

iams. onw. :hiJh»r, 

Aurrajr pliyrr nf high vlimil ijr j!rmimnL FTl^ 
tndiW PbH iJUtTjiiciiEi Eb< At, 5-Grad. &I.H. 
PiJiui. Juild.iid. Joliu llcihtir. I 7 riiu Rd. 
I-atL^dy, M»» fJIWiO. «JI-1S37 

AtCTapc plny*r 4th cgJieit W dc^rmf: Kll artd/iir 
FUM nppanrr.lv for AK. Wi ll, Liu«irn f ■ 1-1 
w.|i Eriik or itll firrict KTniTlfi H-.iim. h ii. ;r,t. 
ChvU Si pin UrtirnrU. M«i [117*0. (017) 

viai-oatr: 

Aj:Ii1uii£! tVLldy LiiuIk-. 1 Fin (I ;nu irl j 
LdiniikU rill iijiiijIlIlI f.ir Alii:-. \ii-;lliur <n:i 
Far GeDWI UU l.'antiina nolct, do«ni cl in* 
mi'ti, math ir*uiF- iim pwpv, rai^li il Jianr. Ne* 

Bninwaf, mjF4. f>l S3l ^^^_ 

Ntwi.1! plav*F «l ■;J|lrifc' ift na.|Tinj FIF and 

PBM oppjfcnn fm Knrppifl. FTF ViitrUy*. 

LutlWmilt JtaujJj j Jlluy 1 5 i luLLiu I>i . . 

N»™-Dd: Um. flU V. y if^-fiN^ 

A.-crifL pfiytr qi *ImI[ ait Jtur n[ TTT 
oppflMMu !or PzBl'i:,, Juriind, S-Unii, [>r>*y, 
L-Wuifu |.'.i.i,i Gbna, tW (Mm St. 

Uwrtorw, HjiHigjn -Hfljl-I. ShJW'TU. 

N'i'i« pffyS ^r 1.-4I1 -Linyji uc dsntifig fti-" 

• nii^ir PTlM nppcmfUli fur W^rrlnu Pi-Bllll, 
!-finil r FJfe.^T h. BH Jr -Lrip*. riryirTjr P*i|lk. PO 
Bon <iO. MiLCln. Mi.li jggflB 

Nor la: pliy-cr nf coI1l|c 7[^ diiirknp PBM 



AtftiajU fuyrr dl tiifH ^tiL-jH j^p J«jf lh^" rtf*l 

opponr-diL loi w-iao, ftlSnA UdJA*, Mniii 1 !^- 

lurLidLl Will thUi at >e1l jumv. Scon h.th. 

Ifllfl W linn Si Ubllr. Mlrh 4AI4V 

3A*: vi f 

■l«ilJ4>T rdiyc i.i LEi!k(I «|r .Ii-m-i-ii I 1 1- Lit 

PBM ortwneiiti foi Giiad. &!.«. P-BUlr-r Anirt. 

tniil A±*l , *rK rlWflith-H E[«r I'J'F fMTMIt 
Slisldiy Lujjut. Will iNilt or -*!l fiiiui*i r!ona,ld 
ZUn. y^w Han-lii.fi Si . Onnjii. Mtb. 43214 

Ayciap- jrijyri ul Liillrpi jy Jri, ) I- I I- 1 .1 . 11 

rUM dyiwn<nij lor 1*14. B ol Ibb »Qiy. 
Tu;Lr;i II. BjIk. L *illt Abo: *9£k mtinbcfi fot 

N'C* A«(v*or. Will b-odir at )tll lalnEk. Htib 
BtfkllDk 1)7 Jil»rF Mi. irdfMl', »L '111M, 

7f_3-3J|3B. 

EipVrl player uT olfepr j^ r ^T>irin| HI 1 iliiSj'-pr 

FtfH nppcnrf is for iny Ftni^y punt "ill inae 

jir y-ll KJ'"-' n»ii! R Mnllvin. TJ-? S.:nlli Mh 
Air SJ rknul UliLnrurli V.10I UVTIW 

A-l..i,1 .-'-■■ 11 of JlJllll ,r- llMi I 1- i'"l' 1 '' 

jpi's.i'Enl. r.JI !'= atit'tl '(J Will tiidr rjn.r'. S.Ln 

Htix, -^04-in St. Etamtifdaai FiU*. nW 

5h&4 , J. 

EjijiC'TL nlaytr ot (il|_li ttJuwr 4f datumji FTF 
and PBM BdJWHMI (or Anxn>. Will UaH* »i »ll 
par- Jim Mucn-i--, jQSS ^ rii Aw. WW, 

Amlm. Minn <^^l ?. I >l ?1 4 .^ I l^i. 

If ynii Inr In Ihr Winiir-apiLlr^'ii hurl aru ml 
y,in ait inlt.r-iltd in *jj aAiiuuf. WWIE 
PJinuforri- or PiPPV, Oirit*f1 w i*IL IFW 
Inn. tut VcLinit I nil tt. lime. A- Uarbcr. Ill ft 

L^datislw unft f-i/ir, pLrt«i, Him s;lH'.. 
fjjj-'ihiw. 

A^mji pliyn u( liifli vchL-i>l ap ttcLirin| FT"F 
«tMlMS PBM nomiEi Sir Rlllitnr; Will liarlr 
as kII tuni. Head SlJuJFei. Sorlli St IV11L Nu. 

St. Pi.iil. MJnff 55ILW. 777-1 iSt 

,\-i i.ll 1 l.vL-i iif _ ■ = : ■ -_ ci jr .' :■■.!■ 11,. FTF anil 
TDM oprer.cnh Ii" liuip-. AK. Will Iridt <n ,.-h 
■fJPJH, IMR IBB >.;ij Lilajc SL. Bu R»pi4. 
All. <"3lfr, 7iaft?MJJ. 



Mr.vlcc- player of hiffi HlIioo-1 ugf Ji ■ i:-.:^ PBkl 
uppuiiEiiti. jjun fiDi). I Mnji.,1 Air Hiiriwin 
S.J O10?->.£ltlH4r..V,* {l j ^__ 

•VircaMI pftWH efl l^iili kIiooI atr d^Liiiif iTF 
yjipiintiltt, lur Aimu. AK.. StiCtHi^k. ^UiMfaidbhal. 

MrJ wjj . li-iFMi , 5-vwd Jrarin I imii^li . :-i 

rtli ;l ir.:ni il L- Jl -.■■ '-i I i.v'.l?. :j.T'i?il 

■ -...' '. ■ .t ,-. ■ 1 ■.■'■ ■■ 1. . ■■ ... . ■!■ ' .1 ,.r i-"l I- r.iJ -:.i 

P&H n|i;iiiiiiinn riu bDvy, w-1jk>. A-Tinxi. AK 
Wiyihr. VnrCrUJi. 2V3P **il in, M , nrrH,.. M. 14 

aaipi.,Hii)Si?(ij-t.:7t.. 

Arctiiti- pi.«i u.1 h.ith kIiooI at t ditnim FTF 
iar.poiHin.Uim I Sit Hm. P Hit Btrwd. TIL- II 
Rdhar! Wn|un.i 1| v y Hot Jl, HE Bfim Hd.. 
C-nrjin M Y ILTjl, Tfl-4)|j; 

T".r,|i.. pi,^,', ni i-jith. ii.ni>:4 ajE -Ii'iirlnj PBM 

dipptiiienii IOF Al'iJli I Will Uadc dr nil giiml 

Ri.aj- hmi, mq. i n 1' j 1 \\ IhibIh n v 

I M3.3.. ilfrOJUt ' 

A TCI a (c pta r ia [if l.«ji HJiuttl w Jriuuii fHM 
«pputi,-nli fiir H.iIcl. :,-C'.ri.J Will Lraih. or -ill 
tawrfi. tdword Vcmatka, l.'Bl Un-[|un UJ,, 

Valley SlK*m. N_V II5B0 

1^0*1^4 puyti di in-pr. i-ndo.1 ijc otLitia; *ni>-i 



A¥-rj(f psjjn f.i >nyi nkoni 4(* dtwrina. PTl 

and'or PBkl oppcnonir 'Or |0(4. ft-Ldo, fulfe. 

MuTLr. t'Wifft. Alia= Mil nwintiin rai TM inafl 
Corp- (vit-r B iiWk. J5 Pjtfl 70th 'Se.. Nf>' 
1'u.k M v iaa?t (i^aVJl^U. 

AicEivt filijm nl Lidl*Tii- Jjjc dmiTinf; PR«* 
i Mf j aUM B li AM. l M. !>.'. I . BtMat MkIucI 
■LTuiElciTeu riO',S 4|rf A«„ blmbuMt. IS V 
IJJ73 

*i iN.[; pl-u ii '1 >i1-ji; :<t>; .iv.M'.^ Ill- .i-s, I ..- 
ffcy oifiponrnM fnr Bulpf and 5-Ctitl. Jofin 



W CI 



(i.i 



AJictcuLiJ, . S V JiW. jWAMlj 

11*i*r of lii(Ji kIkwjI aii dou-nn FTr ir tll'M" 
opponLMtl; lirr WdUdiK.. ticltyiburii: I FTFI 
lweir.nl' (.tore-. II. 3"? b. Ivon. K{.. Kunljrjjtan 
3JjJ 7 * T HMO, Jfj-JW 

"■-...'■.' ['■' -:•■■' of imi-ii kI'.'k;: ,d^ dcuinr.ii Ffh 

.irl4> l , ij' PIS* I'ppOninTi ICr r,*HyHjuH. S-aLrwl, 
W-laki Will Imalr pm. VinrrriE Silbr«4h. I* 
i'jili....'- fcLiatt. llun(lin|Euii. M V .1 '*■ 

<SthUIA-r-tiJ?i 

A'tT*?.- p|*vr ■.( mlkac ip .|."if!.ii. rrr miijjW 
«'UW HWetntrrtl lor SA>rad. Budu. ML Kkini B. 
D-Dsr. Jullanl tJTJt Bkrti. it) Btrcik Uik. (t 

SyiaEui, PI. V iJJ IJ,<J»MiJ-1lij? 

Ant rap pJijiw ra* enl]»|( ige 4i-rin>uj FTF 
flppfl«e»i , H Rit any punt *3|| i,^,-. up; ■ .11 |sin.aE. 

fom Spwiiiw. Tliia ;<|h ^nr . larkwri Kpiii r 
K. V 11.370. 

Ku^li: pLpt. u( tn,l. .Jiail f J D b;,, WW 

flpjonwpt) r^r Dude.. S-Crwf Ait, l>D-iy, H5 

Ehaa. WitLim Kunat, 2B 1, .:..■! .■..■:,,- .. Avf., 

Waag Bat-yUiq. W I Y 1 I 7<rJ 

IH*«iu jlly-iSf »f gHrTimtr WnD(H i*r d^iriiai 
lif mpnriiwnH tor M:,!»iy. WHPrlrm, f.i;|rj 
n-Hij ft*rf UmiibJi, f« TouicH-iai Sf. 

Rozlinlti. N. V 14^:1.4177-4 6^. 

Wi-rilcil IbFk up ntn-AH »m(i and ptb« 
■ ii!-.ii:.-k. n,l miJilvi-, ind p,.i. .'■..:: n. .,-.. .■.•,,■ 

iJnnfa 1 jiM.iin.il. ni ti si,, urospiyn. n. V 



Tin fiiinrr [rfrirniT I'm Venn. J ti - i\ 1 ■ ■■, ■■ 
P.i"".!ta, N t 14HJI, Bl^KB, woulif Uke AK 
TttttAK Alfcu, r^illa. Shilrili. frail W»r nn| V 

nhPde iBp t f Gaia c. j a tynx j trtdad . 

■tl]|i -CH-tlrrii'Lfd I'IjUj uf in!. -'.|"I itr 

dtntinj FTF oppootnl m Uistn if* Alio 

nv|>irul un|n np unnrtM <nriEpiM1 Mo fndl Ul 
M.i^i fuiaH umsltudy lijlp rBi 1 I.nril HutliTI, 

IWfatWfWIlAvi.. UBa. N. T IJWI 

turn wimrfl on anqiiK cluhs In pJf*< York tliy 

iTJ-i A<n u:-oL:ii.( lor Jk' -of Wi,,.,n Will k, ? 
nidf [irlvt ir piibl 1a.1nfLi.la11 lir uvillt ill p^TK 

hnitt C-mu. Hfrlfl Jjirwiu. N.V 11413, 

Auwtute playa irl diii'irift; ottuiiij'FTT VndJor 
I1IM OEipoihinli lir UUiy. AK, a^ucl, Ml 

Will will |AnKii> Jmrth** V ? bh, Id Hernial fa, 

fcuijaki. rJ V _U30|, t&?-*Q2Z- 

AnLfjfT flayer nl ivJlrp- ..j^ l.-tr.ra. PBM 
nppvmanl* Tr,r fl-Kp>|. P-ljlilir flu^r. *f- [,>j 1VJI1 

liad; or Kll uiTKi. Dan Sotulitii. i- 1 j.iii- St.. 

Jrnnealusvn. H V UW] 

Avaram pH-Ve-i o! h«fj ^haul aj^ rJasmnS *'l P 
=nd;i>r PHM pppopinti lit I, Burgi K Sn*l AE» 
Lr*j\ iraHnbeA [d* Amy ot S.C SWpUn. 
C^fprtn-. MJ dtritAn A^.. Brooklyn. NT 
I Ufa. Ini-iJ-HTd 

Ainajr plaijin uf jilJcp ap dnmiif Fl F aniLiir 

PBM ovponeoir fui HiiiurdjU. Jiunk iS4n. 
;'.<;.»j Frui Maitf. 794 [ 91ft Sl. AjjI X, 



mmms wmtld 

Alt* Tf^rt. W ,- IQOJH, 714-HJJ7 

NwEg puyc-r uf Drfh >^ncK)i ^iji: iuurir<( PMn 
rJpfHj*i-;rH. lor Buljtl W||| ir-ite il wll jhtnick 
Jihw Voow. TliflHi Hill Lih. Beilnudj. FM 

-til-*. \nr* H V niSiMi 

It ilwir .iJininH iiji.. pi .p J.M ji k jrjiFii.iLj'i' 
|..l'o On L?.|.-li'i'id.i wWiiltd ! -aiill l.'Jh .iii-. I 
IVLr..-.-> fdrSi! (.Fi'ftjii-I. ll'SMn, Ikl 4-4 
lh> lU 1 .'! AITr Nl^ Y^il. M V DU3:4 
Ai^ianr rliiyer ul nd»|i «k dc^inna PBS" 
np.pon(ir. rci4-p.U]iu. Frsnl, Piparo-, t$43 BiiMi 

ah--. Broni,, n Y iwat 

PBM Anile II. BHiiitrlri foismjn*M Pfanvr your 

■aJc Ul crllaui HaM T.Hwl III fir HI»l.,Lr.- r .ink 
Unuu- MaOnn TJ AJama PI. I>rl,ii,i W V 



OPPONtHTS WANTED 



l3pH, 










Avafaajp filJJfr U< !.-*■[ 


Cp j.|(t 


dcrfint 


1 M 


op P dn<nw 


flj* Hvitr, 


1 >■ L 'a , 


Aiuw. 


',.. 


hMCBOiV 


1 T4 W1.'H tl.i 


H,.i..'.,ll,' \ 1 


1™ 


I-, .-..S-" 











Am Jiilci-clt J 111 iIiliEiuK .1 ".ji(jii» 1 l.il. 1 
Rafciall-llmlwin aim Hupr lu ilulk'nui. 1 ilhi-r 

pfcln tg PJ3M in tdl All (jmt> toWHaP Bob 
M«t™d„!. J7LKJIA Conifitf lit. R^kiKh. N C 
J7W6. ft M-i'Vm.. 

Avarip piavai ill L-ullfKC -(f daunn|; tWM 
wppo-wnis for iiiri|j.n:!i Alw itrh muTnbi*n rut 
f.jMM-j M-.i;:jr.:i''i; CHrtt M.LtBlin*H, Tg h.. s .|.,-.! 
Ayr Ha ill tint, ninri ajiai 

Av-flijj- |4njl£l nl 1 .lUtJr j^ drtirfiiU l-'H- 

apptumiri fen Mmum II. Inlrr-Sji 5un Aim 

writ nwnrtier" f"w Ei#iirrrjnf Ttio-Pd* ^ust-ncv- 
Jr., S)0J Unjliard. A*. Purrny. Ohw MJ2JI. 

rSBtCSW 

r\NhV rny" B - ! wll-i**!" dt*-nns FT? miff 

fliM opnnrwnii far S-GruJ. Bulae, P-BHU, AX. 
|>Piy, *m, Bill Pack, -SU*! Ci^frai crwk Rd.. 
MwriOrid, On*?. utii.T. j^i.irm 

Atctnr jildyLi- [if liifli thmil q? dnann|: FlP 
uppijncaiE^ ffcln all AH £jn£~v raixpl ijiuilauiridl 
Alio nek irxp.ti.rj Fur informal wartanunf 
Kruuf ITaJ It. m ,.r.>.-' 1 "> r '." Av*.-rii'H,. Lan;, 
WiWiiliViOhio ^<Q7: 

A'ri'ajjE >li"s'*r nl fiijl- ^hiial «;r Jeiihni ITIM 

oopentnu lot bJnaij, aH. Eiii!j. P-ii'iii. aih.1 
ajM m*nib*rt for Ci*n> Waupmirij C|ubi Bdror 
nitwat, ^o BrBrPforr. Hnnrparv Hsit Ob-i 
4kl_IH 

^■■■I'.i P ay.l n| I:' ill' '■iU'TI .liT lIcUihiie. IT! 

and^df PBM op»ntrit>. (m to. Oailanvt, K-SuieJ. 
&m0 lUridy trait, SfJUb LPiatkd. Apt Al. 

fajbjjfcw wrjg -ij::i>. -iir-i»jj. 

Mihilt pliytr or L-iilleg* ajjr duifinj; I'TH afnlrnr 
PfLH npntKunii far AK. TawC» tl F J «>!w r 
114 M rjjvunikl St. ^mn^^ln-,,. Clhw. 44II-E, 

7-W-7J4I 

Will fladly I'BM Aflticr. K5pn:l ii i III. Shoti. 
UipluntH:y ALU! F 1 H all cat' Ikr atni^p film 
miibmr iarr»wnE 11 iMiim. fo h^jlii ma. Kindy 
ClaiHi. JjlXft pjartfr KO,, Apr. Al. CdlalHiUm, 

Oriin4«;:o, 4si^fi.i;. 

Lwyfclui (or inwM air.'. Ml opn.jinirnli In To4cdo 

Hiiid- Wr |UV a urull lIuEt lit t L *- L T.P. .nd -c arr 
lUICPHPLj ill llaililtj. Jfilifl: lUCrilbrH. V(XJ iJJI kit! 
tt\i E kl I si g. , t. Jl j tiMlhi . lj>a«E bufilci. 4flJ I 

fcjainmk i}r. TMkdn.QlLL. 4jr,i4. HU.l-i]j.a.i 

S-.kr«i1 pLi^ui nl LuriEji: ,ije dennnb! IIP ami 
ITJ*! cppgfimb r ur A4i>k» Korp>. *'Htiloo W,J| 
indt nr uri' (jirmte- Riumrd umntri, 50 L i 7ib 
A*? "a . ColumBmi. Owo aJIOl, it[*> 

^S4-.<0A4 

A»cnpr irlayrr lit ailnll apr ikuirirg FTF 
op1"?imilj for mmE Atl ijiik? Aixr ki! 
nitmlicri Ibi ITF 3ICL ClMfiMr Ariliui 
Lkm(i«?y. U.'i hormt O. Souili tuclidl, f -'hk) 

■HI Jl IQJKlii- 

f^Ptnr' pliyii' 7i h'Ol ii'rftf a34 (l4*irlflfi PBM 
ipijvwnn i." Hiilry I'll ii,- ,r,ild W.L^ I 4P 
jVnmJ l"l.-, Rl.tr W.II m^M tJ„mri ■ .■ I H 
iLuitnruip. TTS Myrtk Aw S>Vt?n P.rt fllim 
^UIJIS, aj|-S<i3l 

PiOi'kTi? plfll'tr gf hllh ^h"*i »!:■: dr-.iniii >1 K 
r.DPd"rrli Ilir AhilO I fir II, l.rltt'ihijft Utotti 

muk. 4i j Qtwy tapm M»rtj, e ia. ota *wb; 

rjr. ir,.=.j 

roWrfr "utt pljyrr- dfWFini PTF vto!'w PBM 
ofpofKni* fw PiiurrDliEi Sac^e Gnllin, b*>* 

111 atJIlaalrr. CMla. 74d». IT HIfil 

\ r u.jn» aijull 1 H4l jew lu fJlli. Clly tccIlihk nT 
All TtT-ftr-i^ Ut M,'.l..irl.. 342 Laii Indian 

□,., »^iw»i rn f . rjn,u 7]|iq. 

l^pfiE player &\ «H=ii: W iJTMI»'tt 41 F 
--rr- t l.-i-i- 1,'r Lull, B H.ncj. rum.- A-iji'>. 
1414. AluS Kiik mcmln-a Ieh etlJ^NJimtnE :il 
cliiti In PVnlJii'J jicj. Will Huy pmm. L. Etonild 
(indin, IBT20< s* bjonfji Fry Hil, Tujuiji, 

fhrpiii "JfWi^. n.h'.?i4l.'! 

A*4rup tibyii <A l i.lk [i L^l doiinrj TTT 
ofipnncnt; Tor iikh! t*m*t. Will liade ur 'iell 
Mir. Anthony Ohk-j. 218] F. H«ctt 5t. 

l-liU»J T |ph i3, Pa_ I »J 2J , XJr J- 1 : iU 

Fintrt pliytr of'liLfli i-ihoal j£i j#«.icnif, Ff P 

Bal *K VI ii^jji.f.in |(i J IV14. Pf(< ivjl.ii. SJ) 
StlimiJAl .. Endiaiu Bi I i 7fl I Jf.V7Mh- 
NriTkL jiEfljcr nl hiajli vIukiI jj;r di.h iiij FlTIM 
uppunLnti I'i'i l'j.n.«ihli|i.. Bill QwfriJitld. IQIO 
Qichnril Ave.. Urnv.tl-ji?. I'j. ISi^DI 

l-ptri rlayn at ailull afie diu-nf I'ttM 
drrpurlEnls Eul che& MlEharl Kheflci. J^J-1 
Ukkiiy Kd., OihwiHi, Pi. IJW4. 
j.^.i.11- I'ljiei .'li 'ii":: i, i. hi iRr ilri-,r«iK F^'F 
opponents fw chaHi, fXDay. W-Loo. !~Ond, lul, 
fiultr Alv nl mcrjilsni for KWC Will Erada qi 

kJI afryra. fionUJ Picnucw. 7|>a Utiton Hill 
Bd.. Me* f\iinlKiEJrtd . Pa I74J7D. WjHgga 
Fji-pccE player cil hijdi h;IiiM!| an; dcnrlnii FTF 

andjor kum dpjMntinii' loi* jiuiunU. i' J i ', 

t* HtJtl. U BMBi HWffii Wl|1 Eiuy (i>inv-'. '(M 
Brown. lS W Morkti Si., Mercer, Pa. MJH, 
i 4l?> ftliM4:^ 

A.\rrjrj- ptlJTT nl ."II^Jb i|t ilnLILItg fTF 
EPjipuncult Iim ana AH pamv liijin *'" famill. Irl 

ftftj St. Piiaton. P.!. lovK. c.5J-tfiu. 
Hit AniLroM EanaaS 3 nupSlq ut^ura 
Pl"i «tunn Trop. V^lpur. tc ii«ihsi> Tift- PBirt 
H f ai in-.' wlllrTP^ Hi>* no |0!>, io Ki"t hoEt oJ 
lima n. a.lay 1 Hunk PCmgIi, itlfl Fruiei El- 

Wiltom Srffn, Pa. 

r5ppc"wnrs moihI In Oeiiej im Tor moti AX 

piw>j. Alio info imni'J on nail. AH ppvi and 
Knal liuln. Pbaar ntl 49ifcB^a* |en|iii"U In1*i< 
dll TEllaJjar (jl IK WlUjUU FuiiUn. .'.14 A 

UmiCOiJ Rd.. AjJJOit. Pa. ITO14. 

PBM Ltiwktf.. ThaCi rijJiE. tjlixfccn. Writi lor 
in In. Waifimen in Ific Hrw (.umbtaland are,), pil 
U. ifhwb M.Eh fW fat FTF Pupi. jn m mpch 
for tfuti FTP loiny Kan pajnyevn. 701. r**»Kin 
Kill Hi! M>ai 1\ini!ifiia;iLl, P, I7.J7L 

\. i .. ,.:■,, - ..I ■ u.i ,,.■ i--.., ., in 

OPIivHtnli [or CrEkJi. W-lf», TaLtLV Brw.c 
Bhiitr. I4fl Undii 0t.. tjiicoUt. Pi- ITeW. 

I J ■ J | JVI-l-iaaUJ 

Awatage playar nl htjh Evh^sal Ifi; Jwirmaj FTT 

DppofKriH Tuf Aniiu. BiUikrtf: Abe H-t 
htk pitura for Thr Hwii or Hciat-n Luii it i 
M-jll.i-l! -f.! 17114 ! ..: End Aw. hi: !■■... I. Pi 

\%1\6.. *ll.m-TVXl 

AJUl iik pLayri ikuiiiij niM oppo-iwiiij iui 
["-['j;. . Bulic, AtC Will n-iiir. ur wii tanKi Louu 



I MKJd; 
a.kridB.1 nHtyn ur nipji «inaii iff .ifih-.he rri- 

and/W F%M uirnu[jciiLi foi Ait Tj1l|iej. FJulfi. 
BIiUl. PJWtfe SCnd. Jul Will HiJv onvv 
Kti»jetL (.In i. ,li. :0 Atibulnlard St.. I" ---.i I. i ; . 

K I q 1 ^^. ?5l-5fra* 

toed sisJihgrtU ikjtauni, KIM iBnx.. AK 

1frcn«l»n» upJWiWnj TV tTF Alrt Mill pltf 

P-Blili. ydair chUl<T ■! ydel. ■■.!" I I r I ':: 

hrllci ill Ihr lime Inln. Baurtu.1 Il 1S>1 

■Vrirrrrk Pil. rulnai hu. *S T 74?Dr,. 

AiTiage uLa^N o! 1iirJl hIiouI a)r d*Mnni FTf 
.■l-i.-,..,T^, ".if All -Lil K£T |ij !(■•■ ■ Ata Hf 

it.^htBai-* ii"* Im^niaiiBibii ft£ntBOri 01 

W.fJjni.'ia. ftdiuld UWWJWI, iiji Hujji. Ul , 

M WM8M*a.Ti»nn .-* T*J lil. in I ^ jXAk-lf^ 

JiHl4an.ll fflM' P-1ll*r aMte* f^ir ■« WWi 

BaliwWediifmnwn pnnrr. mipi pih« Ul Wwi 

FIeeI^' I nl ilojiJ Ji-rii I jjii lin4iM» Lui 
T raiJ f .- and lilt i jrti -I IV r n A -u nac 
«*»lHc IluyiMontr Wjln^r, Utn IS*, Rn1kno> 

ftlllcff. WaalnPilb. Tfnm JTJIil 

hovi*« a-liv*' ol iiifit kROOI JiC ilVMinp pBM 
oppi.ni ml-. l;,r Pipii*r* lilt Ahb 'fr* iiiriflhrrs fdT 
LaiT AllnnL-c. Pan I UttM. J2I^ Nliirn 5l . Pt P 

Pmii Tfi 'TW?< * "-ltiT7M 

I ijifi |Ujjh(i of nup" HJwbI hiii ifrsinnj PUM 
■ ippcitimK fear ill AH tamn uf wji Plidlip E. 

tknuiidEi:. i4A4 W^ciimiH finJt. Fori Worih. 

r TJ . 76m :77-pij74. 

Avtiatr pla.¥d I'f MBSfl £ drtirmp FTF ind 
r<|EU ojiponen" '«r all AH wntnamst Larrv 
Mettliii, mf r-4-rnAl Hilt, RjtJai,. IM SJIfc. 

■;-:' , .'-l . _ 

Av«ip pljyrT of cn1lc|r apr ibrariri); PTF amlfrsr 
PbM npncwri!. Tor 5*V*, TorNo. II, Hlilr Will 
traJc ru w1l aamrj^. Lanj- F_iiluidi. Jl fc'HH 
5m,uml!iu|lBla!Heai,Tpi 7I034H, 774-<3lC. 
Av^rp nlavrt ul ^nl| eK gjh; deaanfli PUP. I 

^jpp^rianii |or pifiy. 5-CrW, h-iiwuii »HB 
SruyM [jja, 3SQ7 N-ariulllr Su Ei Pi», Tm 

TUflj-Q. 

A"niF |iJ"yn -nl irrtlrjjr ?Ef ili-unnj 'FTl-' 
,< M |iLiiirri1. Tin 1*14: AK. Elulu J-HLJ 5 liJ. i<ii- al i. 
PJJHtja. Darid :',nni,Lrrnan hflll Lin^J^n Dr.. 
Aiulin. Teh 7M1 23. n :tV37S4 



Hintix. player of lunisr 


fiifl-i KlHjvi 


«c 


dtHrinj 


HI- 0|j[n«li:ii4i f'jr AdltiJ. MI4tt», 


1 '■■ . - 


'. Will, 


li:lland. Srtll LullffElL 


iS PlUIrVK* 


IX 


1 ■ ,: - . 


li-i ?'-!>.'. ihr'i :b: I 


U] 1 







rkwn rlayci a I fn»ih Mmol »h* dturirri FTF 
and tTiM opnornrnCE lew *.¥., UjUd. Blur At*: 
wft ita:»pB*ti rot Fcnas Winpirw" Awanaikm 
Glijp Hi.l. IH4 Clark Bt LairOu. TM 1flD4ll 

rjHM 

Aienie oliyi-T I? I liAktc «y Maalta P/TP 
uppontnij for 13 All prou, IK- .■■• .-l-.:I-..-. , 
(nt J-i: Tank flntinlma Roh*rl Ulirndd. IMS 
Sufiriir BI. Apl. ;. 61 Hifo. Ilk WPt, 

^i J ^4j 

Willi Iradf ur mil fj«i*^. 14 BrJlar Tor j CtHJ) 
PBll Prj-JW, uiW MJIP Jfc. I^ifcmn. tn 

Avnapr plawn ill .l.lnld aar ilnnhm FTF" auJ'iL 
PPiW upuuiiciit, foi any (ante, Will Lmdi or ell 
„-,.., I.. i: ,-u,i-,.-. kljj. Tadtru. SIOO 3i.-v.li SI,. 

Qiillairt, Tr-1 774f|l , AfeB-JOW 

Av^naj; pEjiyci fli lueh ahmi ajn flfiiriBB Wif 
np-^iiwril-i Fur Dlt -EraEtjy fanui, AlbO «l 
manibiri lor WaiHupJi^P tnjprsr of Spatiji 
PU.rtJid &ll.er.. pjmj Jlifliljiril.^i ij.r.i.,| w U Va. 

;;i ffl.{7W?H5l-il?3 

trEUp: piayu ui brjll «ba(rl Iff dCsinTB PTr 
n|»>alpiU Tor W-Leo, BmIw, PBIiU- JuPiti W 
N.ulie, m Mvtlli Lu>f, AllanMH, Vl HJI7. 
3Aq-«;)B 



titptn pliS-'iW Ol luhill **t d-iunng FTF aiuKui 
PHM LapprniFikli Tm Bkiljp- l j.i.-t i-. A rr.ii..-i uu. 

:hk4r r, itaduf* Di. iijiii|i , Ml toil*. 

aj-fr-iZiS. 

Avcncc ala^i l-I huh kKi»I am d77i(ip(" FIT 
apn*incnti loi Ann.:. Rnnurik W-Lrxi. AK. 
BuIec, I'JIj. [>['■« Al.:. lacjj n:,-mFrr. fnr 
P**l3'| lii-jjsJ- Will iijJc or nil aainriL IV hit en 
rw*fly, IJ4M MadilUP. S(., FjHtrtipI, V*. J1I4I, 

^jiJ-fiiU7 _ _ 

PBM RIIit in Hirtdi WUI ntiy nthn side Hid in^ 
lulcf.. rxiirpt iribiLr^i irri|-«inpni mnu trp.p aan^ 
laaiTULf Am a»rraai? iMayei- hrj.|jy oqp ItrE 
tou L Mlf rUthland A>t.. i!'i.:l-.L.i,i'. V,, 

140613, 

Now,'* pliyu nl adult a« di^unW FTF 
opponanls lor 'Lafial, l^ld. Miiliyiy. B3. r"-Bliti. 
eic Ciry D. fctn**, oft '.!!!-.i.. A«., Tnafiflr, 



*«mjfp i-l.i.i-: -ii hi|jh ■- mail -.;.' i i r r.- ill 

iijfPom.jtls fen aJl tiiaa. Will [jiik ui ill lann 

Wi Hum Mcnjan, lndt in: i itii. ■■ ^c HI. d .. Vicuna 
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